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Amazing superpowers 
are at your command 


in this X-cellent 
adventure. Pg. 34 
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’ As if things weren’t ooky | 
enough! Now Pugsley : 
| Addams must go on a 


SX AVENGER simply torturous 
| Z scavenger hunt. There’s 


all sorts of unnaturally 
delightful traps. And be 
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loveliest, blood-curdling 
effects when Pugsley runs ‘ 


| 
h, 


on ‘ Ss. So get 
ready to get spooky, and 
set to get kooky...it’s 





Screen shots shown are from the 
Super NES version of the game. 


Srires ee nerrr © 1992 H-B Production Co. All Rights 
Reserved. Based on the characters 
created by Charles Addams. TM 


: _dilaee designates a trademark of Paramount 
SUPER NINTENDO Pictures. Game program © 1992 Ocean 








° Software Limited. Ocean is a registered 
Ocean of PeUiitay (er!) ’ Inc. trademark of Ocean Software Limited. : 
iRcee OM Were) (o Ave., Suite D-102 Nintendo, Super Nintendo, Game Boy™, 


and the official seal are registered 
San J Oh wm CA 95131 GAME 70) trademarks of Nintendo of America, Inc. f 





Lord Chaos is wreaking havoc on the world around you. Only the Firestaff can 
defeat this horrendous evil. Do you possess the discipline to focus your energy 
entirely on this ultimate goal? Is your eye keen enough to find hidden levers 
and treasures in the slime-covered walls of this dark, dank dungeon? Can 
you solve the puzzles necessary to unlock the unseen doors to hidden rooms? 


PREPARE YOURSELF FOR DUNGEON MASTER! 


¢ Explore a fourteen level dungeon in real time while 
being stalked by over twenty different hideous, 
growling monsters. 


® Combine magic symbols to create an endless 
variety of spells. Over 1000 challenging 
combinations are possible! 


© Contains the revolutionary new DSP chip 

for superior 3-D graphics and enhanced 

interface capabilities for the ultimate 
fantasy role-playing adventure! 


Become the master - 


DUNGEON MASTER! 
IVC MUSICAL INDUSTRIES, INC. 
3800 BARHAM BLVD., STE. 305 IVi 
LOS ANGELES, CA 90008 
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Batman Returns 
on Page 62 






Take a complete walk-through of 
Flashback’s four main levels, with the 
most complete maps ever created for 
this game. 


Gods (Genesis) 

X-Men (Genesis) 

Black Hole Assault (Sega CD) 
Star Fox (Super NES) 

Batman Returns (Super NES) 
DuckTales 2 (NES) 


18..........Classic SWAT 
24... Code Central 








Four pages of Star FOX. P. 58 
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Need help getting out of this 
world (or into it)? This 10-page guide 
will float you through. 


| | Lords of Thunder (Turbo SuperCD) 
74.......... Kirby's Dream Land (Game Boy) 


76...........Sonic The Hedgehog 
(Game Gear) 


80.......... GAMEBUSTER! 
Tiny Toon Adventures — Buster 
Busts Loose (Super NES) 


82.......... ProChallenge Board 
84... The Pro’s Challenge 
86........ Video IQ 

88.......... Buyer's Guide 


92... Video IQ Solutions 
§2 snaaes Index 
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Ou've been hearing it for a 
couple of months now, and 
you probably didn’t believe it. 
Well, you were wrong! Wel- 
come to the new and 
improved SWATPro. Inside 
these pages you'll find the 
meanest collection of video game tips, 
tactics, and strategies around, ’cuz this 
mag’s designed for the Pros...and you 
know who you are. 

What’s new? Well, for starters, how 
about more pages! Each and every page 
is filled with brand-spankin’-new tips for 
the hottest games around. Since you said 








you want hard-core tips and tactics only, 
we're not gonna bother with full reviews 
anymore. It’s just page after page of tips, 
tips, and more tips. For those of you who 
aren't familiar with some of the games 
we're covering, though, you'll find a short 
SWAT Pro-Review. Then check out the 
Buyer's Guide for a rundown of all the 
game reviews from the last couple issues 
of GamePro. 

In addition to the usual collection of 
Stellar secret tricks, including Game 
Genie and Pro Action Replay codes, 
we've also added a Classic SWAT sec- 
tion. Look to Classic SWAT for tricks to 
help you beat all those games you’ve got 
Stashed in your closet. This month’s 


: einen This i neat 
ill levels, we label Challen 
Great job! 3.0=Good job! 


Classic SWAT focuses on Level Selects 
we've known and loved. 

You want maps? We’ve got ’em. 
This month’s pair of blockbuster strategy 
guides are for Flashback and Out of This 
World. Check out our run-through of 
Flashback, with more maps than a gas 
station. We'll have in-depth Strategy 
Guides with maps, maps, maps, in every 
issue of SWATPro from now on. Look for 
Part 2 of the Flashback Strategy Guide in 
the next issue. 

Hey, where ya goin’? There’s more! 
The ProChallenge Board got bigger, and 
now video game fanatics can enter The 


PROVEL 


Pro’s Challenge, special contests for 
great gamers like you. You think you’re 
hot? Better check out our Video IQ, Mr. 
Peabody, and see how much you really 
know about games. 

If you like the new SWATPro as 
much as we think you’re going to, flip to 
page 33 and subscribe! Then send mail. 
send mail now! Send mail right now and 
tell us what you think about the new 
SWATPro! After all, we designed it based 
on your suggestions, which means we 
think you’re pretty smart. If you’ve got 
any more good ideas, we want ’em! 

Until next time, keep that thumb 
pumpin! 





























BEG. Beginner | 


INT. intermediate f 


ADV. Advanced | 


EXP. Expert 
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THE TERMINATOR & 
ROBOCOP NOW HAVE 
_ SOMEONE THEY CAN 
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é 4 Sesihilating 
Introducing , ae : battle armor and 
Cybernator, mee = 9% | al 3 : 
the 21st Contury st : os , oh 55 : 
biggest hero and — ue * « ’ | s + pb gt bo Se - = 360° firing 
the baddest cyborg ~~ | | a i oo > | range. You’ ll 
ever to blast onto your Super NES* oe i 4 oP So) ~~ scailsopowera 
Standing five stories tall and loaded A y 4 <&- of" YY hyper-space 
with stunning graphics and firepower, TS ™." a eu F F iessilaiie pack that 
this mechanized marine overshadows ‘i | ® | al launches Cybernator 
and outguns all other 16-bit metal heads. yy eee) through seven levels of 
From the Cybernator’s command ? fm | OR % - 22% digitized devastation. So 
— cockpit you'll © -Zajmeesi a | ae -. if nuts and bolts busting 
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KONAMI 


KONAMI GAME HINT AND Tip Line: 1-900-896-HINT (4468). |... SA cay 


70¢ per minute charge. Minors must have parental permission betore calling CAROLCO Pret Inc. Koname® | ‘y <att bof Koruny Cu.. Lad. Nintendo’, Super § 
Fouch-tone phone required NES * andthe at 









|) The lock. trggeret by a 
» | complicated set of latches 
‘|. 14 walapnhar to you 


Se FRE a ee = a ae ee 
On Immortal for the Genesis, | can’t fig- 
ure out how to pass the Level 3 door 
that’s triggered by an unfamiliar system of 
locks and latches. 

David Kephart, Des Moines, IA 

Gotta getta gem. A Red Gem, to be specific. 
Pick it up in the Spike Room. When the 
flame in the circle turns purple, walk in, 
use the Gem, and get teleported outta 
there. Once you land, head for the ladder. 
The exit is below. 


Sonic Never Skimps 


wee 


| noticed in Sonic 2 for the Genesis that 
there are only four stages for two players. 
Why couldn’t Sega put in all the stages? 
Is there a code to play all stages? 

Jacob Robinson, Bonita, CA 

Sega decided to sacrifice quantity for qual- 
ity. Instead of seven memory-eating two- 
player stages, they put in four faster-paced 
two-player stages. 


On the bottom of my Sega Genesis is a 
small panel with a red cartridge inside. 
Can | use this to my advantage? 

Bran McVeigh, Meaford, NY 

6 


You can if you have a Sega CD, because 


< <i eas 


: tT | : 3 s 


that’s where the two systems connect. If you 
don’t have a Sega CD hooked up, be sure to 
keep that panel closed. Dust never sleeps. 


Contra Code 
| heard there’s a code for 30 lives in Con- 
tra Ill for the SNES. Do you know it? 


Jeffrey Chow, San Francisco, CA 


In the Japanese version of Contra Ill for the 
Super Famicom, there was indeed a code 
for 30 lives. This code worked on the pre- 
liminary SNES version. Unfortunately, Kon- 
ami removed it from the final SNES version, 
so it no longer works. 


In Chapter Three of The Secret of Mon- 
key Island for the Sega CD, how do you 
use your navigator’s head to find your 

way around the Giant Monkey Head on 


Monkey Island? 

Cory J. Cameron, Winnipeg, Manitoba 
Hold on to your navigator’s head and his 
face will point in the direction that you 
need to go. 


Mario San 





| got to the place in Super Mario World ti- 
tled “Special,” and | noticed the Super 
Famicom logo at the top of the screen, 
even though | was playing on the SNES. 
What's the logo doing there? 


Michael Widler, Redwood Valley, CA 


Super Mario World was originally a 
Japanese Super Famicom game. It was 
ported over directly to the SNES, and only 
the words were changed, nothing else. 
This is why you’re seeing Nintendo’s 
Japanese logo. 
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In the end credits of Super Mario World 
for the SNES, a character named “Torpe- 
do Ted” is shown. He’s never appeared 
in any of my adventures, and I’ve even 
opened up a few secret spots. So where 
is he and how do | get there? 


Kory Kinnick, Kennewick, WA 


The Tedster’s in Soda Lake. To get there, 
you'll have to find the secret exit in the 
Cheese Bridge stage. A vine will appear. 
Climb down it into the lake, where you'll 
find Ted, the submerged one shaped 
like...well, you know. 


Can’t-Beat-Dat-Boss Blues 


% TREMG : Verse & , 


mink teeny Yuu peers 
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lve been playing Empire Strikes Back on 
the NES and | can’t get past Jedi Train- 
ing. Can you tell me how to move on? 


Lukas Dibeneaitto, Lexington, KY 


Once on Dagobah, you can pick up an extra 
continue and four helpful powers: the 
Health Force, Mind-Control Force, Defiec- 
tion Force, and Levitation Force. Against 
the Flying Grasshopper, use the Mind-Con- 
trol Force to slow the monster and the Lev- 
itation Force to jump over it. Later, use the 
Mind-Control Force against the Blue Spi- 
ders. Finally, when the spectre of Darth 
Vader appears, attack him with only your 
Lightsaber (he'll deflect all your Blaster 
Shots). For more tips, see pages 24 and 25 
of the March ’92 GamePro. 


| have found the first five Emeralds in 
sonic for the Game Gear, but | have trou- 
ble getting the sixth Emerald in the sky 
base. It’s behind a long diagonal chain. 
How do | get this one? 


Kit Wredberg, Bastrop, TX 


Most people mistakenly take Sonic up the 
ladder to the right. Instead, jump off the 
ledge on the left and land on the platform. 
From here jump from platform to platform 
until the sixth Emerald is clearly within 
reach. 





Fightin’ Words 

In Art of Fighting for the NeoeGeo, how 
can | turn the Japanese introduction into 
English? There is an Options Screen to 
pick any language, but it doesn’t appear 
until after the great intro. 


Jerome Dunn, Clinton Twp., MI 


Unfortunately, you can’t see an English 
intro, because there isn’t one. The pro- 
grammers put in only a Japanese version. 


Sticks and Stones 












How do you taunt your opponent in Art 
of Fighting without getting beaten up? 
Adam Daab, Queensbury, NY 

It’s tough to do, because any time you 
faunt an opponent you make yourself vul- 
nerable. If you want to take the gamble, 
faunt your enemy when he’s on the ground 
or on the opposite side of the screen. 


What Did I See? 





, aa 


| have Star Fox for the SNES. Sometimes 
after | destroy an enemy, a harmless, un- 
defeatable, small purple monster will 
come spinning toward me. What does 
this mean? 

Matthew Corley, Gilroy, CA 

Occasionally you'll catch a glimpse of an 
ape-like alien. It’s only the pilot of the vehi- 
cle you just destroyed. Ignore him, he can't 
do anything and he disappears quickly. 
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Fire & Ice 

On Wizards and Wamiors 2 for the NES, 
what's the trick for making it to the Ice 
Fire Mountain? 


Jason Touchette, Manchester, NH 


Extra lives would help, wouldn't they? To 
get three lives, punch in your password 
and change the fifth letter to N. This should 
make it easier to work through this level. 


In Zelda 3: A Link to the Past for the 
SNES, where do you find the following 
items — the Hookshot, the Magic Cape, 
the Cane of Sommanria, and the Fire 
Rod? 

Steven D., Bow Island, Alberta 


What is this, a quiz? Here goes: Hookshot - 
in the second Crystal Palace, inside the big 
Treasure Chest (you'll need the Key); Magic 
Cape — get the Titan’s Mitt in the fourth 
Crystal Palace, then look for the M.C. in the 
Graveyard; Cane of Sommaria and Fire 

Rod — we’re not going to give away all the 
game’s secrets, but each is in one of the 
seven Crystal Palaces. 


I've been playing Legacy of the Wizard 
on the NES. I’ve got all four crowns, but 
now | don’t know what to do. Help! 


Andrew Gagne, Pequot Lakes, MN 


Lots to do here: See the building with the 
Sword inside? Stand on top of the building, 
fall off the right side and land where there’s 
a volcano in the background. From the vol- 
cano go left, look for a Princess Face in an 
area with Golden Blocks. Jump into the 
Face while holding left on the directional 
pad. This will warp you back to the top of 
the building. Repeat this procedure until 
you're warped INSIDE the building. Pick up 
the Sword and go to the Green Dragon. 
There, equip the Sword and wait for five 
minutes. 


RE tree 
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So you think you earned your stripes 
by blowing away the Desert Madman. Don't 
be so sure. This new crisis pushes the 
temperature sky high. 






1 : 1 1h), =~ Jungle Strike”: the Sequel to Desert Strike” 

t Massi — With 16 screaming Megs of action, you 

| gy spearhead the ultimate mission. Hunt down 
— es ao 07 eee. 20 destroy a drug lord's terrorist empire 
i : - Sp ere § before Washington D.C. gets nuked. 


Cone It’s your toughest mission yet. Blast 
en Our way through nine new levels. From 


» snowcapped Andes. Deadly night 
=. Campaigns, high speed river 
m chases, jungle hideouts. 
fae oe You ll need a whole 
eee /Senal of vehicles. A Super 
mt 7m, Comanche Helicopter, anMX9 a 
Attack Hovercla = Attack Hovercraft,a Special Forces "= 
Motorcycle, and an F-117A Stealth Fighter 
‘a 6». But the enemy's packing more firepower, too, 
| with 26 new vehicles and weapons. Includ- 
w ing stolen Patriot missiles and 
Abrams Battletanks. 
Jungle Strike’s faster More 
Pe graphic. More explosive. Loaded 
with more danger at every turn. 
Car /ou take the heat? Call (800) 
yw 2 0 anytime to reenlist. 


for the first minute, 75¢ for each additional minute. 
__ If you are under 18, be sure to get parents’ permission before 
. calling. Requires a touch-tone telephone. Messages 
fb subject to change without notice. Jungle Strike and 
Desert Strike are trade may 
a _ of Electronic Arts. Sefa 
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To hear Pigskin’s gruesome sounds, wait 
until the Title Screen appears, then simul-- 
taneously press Buttons A, B, and C on 
Controller 1. Then press Start on the 

Options Screen. 





Here are some awesome passwords for 
Ecco the Dolphin. If you’re having trouble 
keeping your dolphin alive, these unlimit- 
ed air codes should help. 
The Undercaves: levelsct 
The Lagoon: sharkfin 
Open Ocean: — khdbvris 
Ice Zone: XIBqXTix 
Hard Water: maglxrlm 
Cold Water: Inxhxrlb 


Island Zone: dvjlurlc 
Deep Water: oewsurlc 
Alex Dupont, Cincinati, OH 
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Here’s a trick that lets you begin with any 
Road Rash bike you like. Begin your 
game and go to the Options Screen. 
Choose Set Player Mode, and select 
Mano A Mano at any level. Then, exit 
and go to the Bike Shop. Choose any 
bike you'd like. Return to the Options 
Screen and pick Set Player Mode again. 
Next, choose the type of game you want. 
Select Take Turns and copy the pass- 
word. Use the password to race with the 
bike you've chosen! When it’s player 
two’s turn, they can choose their bike 
with the same procedure. 


Allan Cameron 
Gravenhurst, Canada 


™ & © 1992 DC Comics, Inc. 


(All rights reserved) 





Here are passwords that enable you to 
tackle any stage in Batman: Revenge of 
the Joker. First, key in the password: 
5257. After you’ve entered this code, a 
row of six mushroom-like objects appear 
across the bottom of the screen. To go to 
any stage in the game, just key in one of 


the following passcodes: 
Stage 1-1: 1100 
Stage 2-1: 1200 
Stage 1 Boss: 1300 
Stage 2-1: 2100 
Stage 2-2: 2200 
Stage 3-1: 3100 
Stage 3-2: 3200 
Stage 3 Boss: 3300 
Stage 4-1: 4100 
Stage 4-2: 4200 
Stage 4 Boss: 4300 
Stage 5-1: 5100 
Stage 5-2: 5200 
Stage 6-1: 6100 
Stage 6-2: 6200 
Stage 6 Boss: 6300 
Stage 7-1: 7100 


Final bout with the Joker: 7200 
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Here’s a hidden warp to bypass the first 
level boss. Jump down the waterfall and 
battle the Blue Water Demon. Deliberately 
fall off the rocks and let the water sweep 
you to the rope that says “GRAB.” 
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Jump upon the rope, then press right to 
Clear the small outcropping of rocks to 
your night. Let the current carry you 
again, and you'll end up past the boss 
and in the latter part of the first stage. 
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There's a very strange scene in Marky — 
Mark's Make Your Own Music Video. To. 
check it out, enter the game, then si- 
multaneously press and hold Buttons 
A and C. Press Start to go to the U-Di- Ff 
C, then Right. You'll see Marky laughing [9 9) 9) eas >, 
with a bunch of girls. While this is hap- 
pening, press Start to go to an even 
weirder screen! 
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Here are some revved up passwords for  Srumo Mathias, 





Lotus Turbo Challenge: —_ is 

Track 2: Sleepers Kris Kross 

Track 3: Herbert Sneak Peek 

be : tae BY To check out a little behind-the-scenes 

Track 6: - Hi pate Kniss Kross action, wait until the Caller 
Screen appears, then press Buttons A, 

Mi : mgs B, C, and then Right. You can view 
rouge! some scenes of the making of the Make 

Richard Ramoie, Davison, MI Your Own Video game. Hit Start to view 


the different scenes. 
Larry Fletcher, Dallas, TX 
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Continue 
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Start wagging your tal pecs here 2 are 


the codes for Wonder Dog: 

Level 2 - Dogville: Mystic 
Level 3 - Scrapyard: Ankles 
Level 4- Looney Moon:  Ledzep 
Level 5 - Planet Weird: Reeves 
Level 6 - Foggia: Pixies 
Level 7 - K-9: Woopie 


Here's a trick that enables you to select 
stages and enter a debug and Demo 
Mode in Road Avenger. When the Title 
Screen appears, press Start. When the 
Game Start/Options screen appears, 
press Up on Controller One. When the 
Options mode screen appears, put the 
cursor on the Players Option. To access 
the Stage Select, press Button A six 
times at the Players Option, then exit the 
Options Mode. 

When you begin your game, a stage 
select screen will appear. Use Right on 
your control pad to change the stage 
number. To enter the Debug Mode, press 
Button C five times during the Players 
option. When your game begins, simul- 
taneously press Buttons A, B, and C. 
The Debug Mode will appear. To enter 
the Demo Mode, press Button A five 
times and Button B once during the 
Players option. When your game begins, 
you can kick back and watch the demo! 
Gino Larzaro, Cleveland, OH 
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To clear a Road Avenger eae the easy 
way, you must first activate the game's 
Pause function. Press Start to access the 
Game Start/Options Mode Screen. Press 
Up on Controller One to highlight the Op- 
tions Mode. When the Options Screen 
appears, use your cursor to highlight the 
Players Option. To gain a Pause func- 
tion in the game, press Button A four 
times and Button B once. 

When your game begins, you simply 
press Start to pause. After you activate 
the Pause function, exit the Options 
Screen. Press Up again to highlight the 
Options Mode. Select the Players Option, 
then press Button A four times, Button 
B once, and Button A one more time. 
Begin your game. If you want to clear a 
Stage, press Start to pause, then hit 
Button C to clear the stage. 

Wes Mason, Amherst, MA 
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You can fly! You can fly! You can fly all 
over Neverland once you’ve earned 99 
lives in Hook. In Level One, use Tink to 
fill up your power, then fly to the right un- 
til you reach a cave filled with spikes. 
Carefully maneuver through the cave until 
you reach a 3-up. Let yourself die, and 
repeat this procedure until you max out 
your lives. 


Kris Matthews, Wyoming, MI 


Use these Game Genie codes to be- 
come the ultimate Paperboy on 

the SNES: 

Infinite Lives: DDBE-6808 

Infinite Papers: DD88-D464 

Infinite Time: DD67-D4D9 


Kathy Stephens, Kodak, IN 
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Scope out this Battleclash code to 
change Difficulty Levels. When the Title 
Screen appears, simultaneously press 
and hold down Select and Button L. 
Now choose any Difficulty Level in 
Battle Mode. 


Charles Maxwell, Cuyahoga Falls, OH 


iiny oon Adveniares: 
busier Ousis Loose - 


They’re tiny, they're toony, they’re ab- 


each level: 

Level 2: Little Beeper, 
Montana Max, Elmira 
Level 3: Gogo, Shirley the 
Loon, Sweety 

Level 4: Bookworm, 
Plucky, Babs 

Level 5: Montana Max, 
Babs, Sweety 


Buster Bunny, Toontown, USA 


Power Moves 
Passwords 


speed, jump strength, defense, life, and 
they enable him to fight Ranker. 


Ps. | QT: +XTO MQ7 
- The password for Bonus Room 1: 
CC5 P92G $k$ 
The password for Bonus Room 2: 
K:6 HJ&H F17 


Jason Lang, Vancouver, WA 


 @1992 WN 








You're vapor-ware with this Ghost Code 
for Super Mario Kart. Choose the one- 
player Time Trial Mode and select any 
driver. Choose Mario Circuit 1. Then, 
drive around the track without touching 
the sides. After the race, go to Retry. 
When the light turns green, a ghost will 
appear. Race him and see who wins! 


Brody Palanek, Valley Stream, NY 
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These Power Moves codes give Joe full 
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Use these passwords to help the Prince 
of Persia defeat Jaffar: 

Level 2: VW5]+9B 
Level 3: BHTRBX4 
Level 4: VHB7DV9 
Level 5: 3N9N37X 
Level 6: MGMGTC9 
Level 7: LPC1+H2 
Level 8: CPMOTOG 
Level 9: BQ1V+2L 
Level 10: 951C3ND 
Level 11: 3KJ9+LD 
Level 12: M8Q8LJZ 
Level 13: BYP8W+D 
Level 14: 97PZLPZ 
Level 15: YME2L1! 
Level 16: 8CZFWB5 
Level 17: 7L1GS4C 
Level 18: Z3509LC 
Level 19: QI5YFIC 
Level 20: 86W3MY5 
Denny Ross, Morovia, lA 
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Use this code to tum your entire team in- 
to Cal Ripkens. First, select any team. 
Then, simultaneously push L, R, and 
Start. Now, every player on the team you 
choose will be Cal Ripken. 
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Here's a shocking trick for this Duo cart. 

Wait until the Title Screen appears, and 
then press Run. When the Player Select 
screen appears, choose Two Players 
and then press Button | two times. 
Now you can play both characters at the 
same time with one controller. 

You can also use this trick to skip 
levels. After you’ve completed the trick, 
begin a regular game. While you’re play- 
ing, hold down Button Il until you start to 
glow. When you release the button, in- 
stead of firing a big blast, you'll turn into 
a fireball and soar to the end of the level 
you're on. 

Knoah Piasek, Stamford, CT 
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S Shape | Shifter 
See the Ending 








To see Shape Shifter’s ending the easy 
way, wait until the Title Screen appears, 
then press and hold Select and Button 
|. Next, press the directional pad in a 
counterclockwise circular motion. 
Eventually, the ending sequence will 

kick in! 

Sam Parmley, Seattie, WA 


Here are RSE that let you take a 

shot at the hoop in any level of Basket- 
brawl. Even better, the codes transport 

you to the beginning of each level with 

maximum power-ups! 


Court 1-1: 9990 
Court 1-2: P9OR 
Court 1-3: 9P9S 
Court 2-1: PP9T 
Court 2-2: 99PU 
Court 2-3: POPV 
Court 3-1: 9PPW 
Court 3-2: PPPX 
Court 3-3: 999] 
Court 4-1: P99] 
Court 4-2: 9P9K 
Court 4-3: PP9L 
Court 5-1: 99PM 
Court 5-2: POPN 
Court 5-3: 9PPO 
Deena Krutak, Fresno, CA 
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Try this simple trick to see the RoboCop 


2 ending without playing the game. When 


the title screen appears, simultaneously 
press Button A, Button B, Select, and 
Start. To see the ending, press Left on 
your directional pad. 

Michael Foster, Booneville, MS 


Super Mario Land 2 
Earn 99 Lives 






To earn tons of extra lives in Super Mario 
Land 2, clear the Hippopotamus Zone 
and the Space Zone. Return to the Hip- 
popotamus Zone, run into the water, and 
then to the left. Grab the prize worth 

50 coins, then pause the game and 
press Select. 

Do this over and over until you’ve 
grab 999 coins, then play the Bonus 
Game. Repeat this procedure until you 
have 99 lives! 

Aaron Nathan, Wheaton, IL 
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PASSHORD = 89012414 
Here are codes that'll get you straight to 
Jaffar, or any other Prince of Persia level 
you'd like: | 





Level 2: 06769075 
Level 3: 28611065 
Level 4: 92117015 
Level 5: 87019105 
Level 6/7 58310135 
Level 8: 70914195 
Level 9: 68813685 
Level 10 01414654 
Level 11 32710744 
Level 12 26614774 
Jaffar: 98119464 
Ending 89012414 





Sireeis of Rage 


infinite Life and More 

Check out this Streets of Rage code. It 
Zaps you to a secret Options Screen that 
enables you to choose stages and more. 
First, go to the Option Screen and 
choose Sound Test 11. Then, go to the 
Level option and press Buttons 1 and 2 
simultaneously. A special Option Screen 
will appear that enables you to choose 
any stage and turn your damage on 

or off. 


Philipe Beignolle, Bethesda, MD 
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In each issue of SWATPro, we'll remem- 
ber some of the greatest secret tricks in 
gaming history. We'll begin with the best, 
the ever popular Level Selects! Nothing’s 
better than a code that lets you zap 
instantly to the level of your choice. 





To pectic on any ard wal until the 3 Title 
Screen appears, and then press Right, 


Left, Right, Left, Button A, Button B, 
Button A, Button B. A Word Select 


Mode screen appears. Use Up and Down 
to point to the island of your choice. 


Image Fight 

Simultaneously press and hold But- 
tons A and B on both Controllers 1 
and 2, and press Start on Controller 1. 
A screen with the words, “Start Stage 1” 
appears. Use Select on Controller 1 to 
choose your stage and hit Start to begin 
your game. 


18 








STAGE 
STHGE 
> THGE 
STAGE 


STAGE 


Wait until the Title Screen appears and 
push Up, Down, Left, Right, then But- 
ton B four times, then Start. Use the 
menu that appears to select your level. 


Bubble Bobble 

Enter the following code: EECJJ. Next, 
select “One or Two Players Continue.” 
Use Buttons A and B to flip through Lev- 
els 1 to 112. When you reach the level 
you want to begin on, hit Start. 


Mickey ae cn 


PREOS ST6RT BUTTON, 
AP SCORE: D. 


¥ COMPANY 156.5; 
» HUDSON SOFT. Loe s, 
> CAPCOM U.S Am. sa hited <p, 


S Wai 7 OFT 


To bea} In any area, use these pad 
tricks during the Title Screen: 


Pirate Ship: Press Up, Select, Button A, 
Button B, and Start simultaneously. 
Castle: Press Down, Select, Button A, 
Button B, and Start simultaneously. 
Ocean: Press Right, Select, Button A, 
Button B, and Start simultaneously. 
Woods: Press Left, Select, Button A, 
Button B, and Start simultaneously. 
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PLAYER 1 


LEVEL 11 


Press Start. When the screen that shows 


the player and level appears, press But- 
tons A and B to pick your level. 


Knight Rider 


U-Hetto Michaet 
and Mitt. 
M-Hs« 


K-Good at ternoon: 
ws 


De von- 


Simultaneously press and hold But- 
tons A and B on your controller while 
you hit Reset on your NES. Next, re- 
lease the buttons and select either Mis- 
sion or Drive. When Devon appears with 
the Select Mode Screen, use Up and 
Down on your control pad to choose 
your stage. Hit Start to begin play. 


Little Nemo: Dream Master 


aot, ‘ @.: 


LittleNemo 


5 LE ~“EAES: Ae ISTcR 


=> tHrR T 
~ DREOM SELECT 


SCarprnw tt.5.8. THe. , 
SINS Av,ay 
LICENSED BY 


13SoM 
Wait until the Title Screen appears and then 
press Up, Select, Left, Right, Button A 
two times, then Button B. Press Down to 
choose Dream Select, then press Button A 
for as many levels as you'd like to skip. 


Wait until the words “Top Secret 
Episode” fade, and begin the trick when 
the closeup of Golgo 13's eyes appear 
during the Demo Mode. Hit Start on 


Controller 1, then simultaneously press 


Buttons A, B, and Up on Controller 1 
and Buttons A, B, Up, and Left on 
Controller 2. While still holding all of the 
buttons, hit Start again on Controller 1. 


lf you’ve done the trick correctly, “OO” ap- 


pears on-screen. Use Up and Down on 
Controller 1 to change the numbers. Hit 


Button A when you're ready to begin. 
The following are the codes for the differ- 
ent stages: 

Act 1: 00 Act 7: 32 
Act 2: 08 Act 8: 38 
Act 3: 0A Act 9: 3B 
Act 4: 12 Act 10: 40 
Act 5: 1E Act 13: 49 





Wait until the Demo Screen appears, then 


press Button B to increase the 


tachometer indicator by two lights. The 


first set of two lights indicates Course 1, 
the next set of two indicates Course 2, 
and so on up to eight sets for Course 8. 
Once you've selected the course you 
want to begin on, hold down Up and 
Right, press Button A, and hit Start. 








SIAGI 


SELECT! 


When the American Sammy logo ap- 
pears, hold down Button A on Con- 
troller 1 and press Reset. While still 
holding down A on Controller 1, press A 
on Controller 2 when the American 
Sammy logo reappears. Now press Up 
and Down on Controller 2 to pick a 
Stage. Push A to begin your game. 


Ure ile 


Sa a EUR A ae Seo ne aE Eee ESOP a 


Here’s a trick that enables you to begin 
Arcana with a boost in Hit and Expen- 
ence Points, and to choose any Chapter. 
Wait until the Title Screen appears, then 
press Down, Select, Select, X, Y, Se- 
lect, Select, L, R, Select, Select, Left, 
Right, Up, and then one of the follow- 
ing buttons: 


Chapter 2: Button A 
Chapter 3: Button B 
Chapter 4: Button X 
Chapter 5: Button Y 





To reach the Odie Screen, move the 
cursor to Exit, then simultaneously 
press and hold L, R, Start, and Select 
on Controller 2. Press Start on Con- 
troller 1. Use the Option Screen that 
appears to pick the stage or sound of 
your choice. 
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Wait until the Title Screen appears, then 
simultaneously press and hold Buttons 
L and R. Select either one or two players 
while you continue to hold both buttons. 
The screen should go blank. When it 
does, release both buttons and the Inter- 
face Screen will appear. Cyberscape now 
appears underneath Cyberzone. Select 
Cyberscape, and you’re ready to roll. 





Go to the Options Screen, then press 
and hold down Buttons L, R, and Start 
on Controller 2. Continue to hold all of 
these buttons, then press Start on 
Controller 1. Use the screen that ap- 
pears to choose your game’s starting vi- 
tality and difficulty level. 


Wait until the Title Screen appears, then 
press Buttons L, R, L, R. Finally, press 
Down on your control pad. If you hear a 
metallic sound, you performed the trick 
correctly. When the Copyright Screen 
appears, press the Start button. When 
the Player Select Screen appears, 
choose your number of players and then 
press Start again. The next screen that 
appears is the Round Select Screen. It 
Should list all eight rounds of the game. 
Use Down on your control pad to choose 
a round, and press Start to begin. 
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Enter the password QWNOP. After 
you've entered the password, the Title 
Screen reappears, but with the round 
number in the middle of the screen. Use 
Up and Down on your control pad to 
change the level number up to 99. Press 
Start when you're ready to begin. 


Pheer : I im 
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When you turn on the game, the Title 
Screen will appear and fade. Next, the 
animated sequence, where Higgins’ girl- 
friend gets kidnapped, appears. Press 
Start. When the Title Screen reappears, 
Press and hold Button L, Right, and 
Button X on the control pad. While con- 
tinuing to hold all three buttons, press 
Start. When the Round Select Screen 
appears, choose any round. 


see Seas 
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Go to the “One Player/Two Player” 
screen at the beginning of the game. 
Next, press Right, Right, Up, Down, R, 
L. If the trick worked, you’ll hear the word 
“Bingo.” You can use the Options Mode 
to choose your number of players. Hit 
Start to go to the Circuit Warp Screen, 
and choose your circuit. 








When the Title Screen appears, hold 
down the R button and press Up nine 
times. If you’ve done this correctly, you'll 
hear a tone. Next, press Start, then 
Pause the game. Simultaneously press 
and hold Buttons R and A, then tap 
Select. To finish off, simply use Up and 
Down to choose any level. 
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Wait until the Title Screen appears, then 
press Button B, A, B, Y, B, Y, L, A, R, A, 
Start. An options menu will appear. 
Choose any of the listed missions. You 
can also use this code to access the 
Sound Effects Mode and to become 
invincible! 


SELECT GAME 


PanwiG. HONE 


+E YeCiwHA 
oie £ oe os 


GAW YOU BEAT 
ALL STAGES 2 


When the Title Screen appears, press 
Start. When the Select Game Screen 
appears, press Button L, Button R, 
Button R, Button L, Up, then Down. If 
you performed the trick correctly, a num- 
ber will appear in the middle of the 
screen. Use your control pad to change 
the number to the level of your choice. 
When you’re ready to begin your game, 
press Start. 





U KAIHATSU 1339 

O GARE & SEGA 19390 
STARR 

OPTIONS 


SUPER OPTIONS 


* GRAFE LEVEL EASY 
BOF oT 
EFFECT oT 
FISSION oT 
LiFe O23 
CONTINUE 05 
D PANCH 05 
EXIT 





Enter the Option Mode and press But- 
ton C ten times, and then press Start. 
Now you can skip stages, add extra 
lives, and even boost your continues. 





Wait until the Character Select Screen 
appears, then press the Down-Left on 
the directional pad to make the three 
warriors spin around. Now, simultane- 
ously press Button B and Start. If 
you've done the trick correctly, a “1” will 
appear in the upper-left corner of the 
screen. Use Up or Down on the direc- 
tional pad to change the number and 
select your starting level. 


Simultaneously press and hold Buttons 
A, B, and C. Turn the power on. Continue 
to hold the buttons and hit Start when the 

Title Screen appears. Use the screen that 

appears to choose your starting level, diffi- 
culty, and several other options. 











Wait until the Title Screen appears and 
press Buttons C, A, C, B, C, A, B, A, B, 
C, A, C. If you’ve performed the trick cor- 
rectly the words “Zone Select” will 
appear at the bottom of the screen. 
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During the Title Screen, press Up, 
Down, Left, Right. If you’ve performed 
the trick correctly, you'll hear a bell. Final- 
ly, hold down Button A and press 
Start. Choose your level and go. 


Cee Ten TiOM me 


Time SELECT 
LEVEL SELECT 
MIGIC SELECT 
bSOUMD SELECT 
PA SELECT 


EXIT 
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SELECT 


Wait until the Title Screen appears and 
then push Start to go to the Game Select 
screen. Go to the Configuration Mode 
and move the cursor to Music Select. 
Now, press Button A 13 times. Next, 
move the cursor to Sound Select and 
press Button A 24 times. Finally, move 
the cursor to Exit and press A, then B, 
and C. Use Button A to choose levels 
and add continues. 
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Go to the Configuration Mode (hold any 
button and press Start during the Title 
screen). Next, select 18 on B.G.M. Now, 
press and hold Button A on Controller 
2 and exit the Configuration Mode. A 
Stage Select Screen will appear when 
your game begins. 





Enter the password ARDE. A Round 
Select Screen will appear that you can 
use to access all of the game’s stages. 
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Teenage Mutant Ninja Turtles: 
The Hyperstone Heist 


2 PLAYERS 
OrTi one 


cus AraéArs ce 





When the Konami logo appears, press 
C, B two times, A three times, B, and 
C. Then, at the Title Screen, press A, B 
two times, C three times, B, and then 
A. Begin your game and a Stage Select 


Screen will appear. 


Space Harrier Il 
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Hit Start and wait until the screen that 
says “Stuna Area” appears. Next, push 
Left or Right to choose any level. But 
remember, you can’t complete the game 
if you begin with one of the later levels. If 
you want to end the game, you must 
start from the beginning. 


22 


Space Invaders ’91 

Wait until the Title Screen appears, then 
simultaneously press and hold Buttons 
A and C, and press Start. The game will 
pause as the Title Screen fades, and then 
the first level appears. During the pause, 
press Button B, A, and then C. A Round 


Select Screen will appear. Choose your 
level and go get ’em. 


GAME BOY 





Mercenary Force 

Wait until the Title Screen appears, then 
simultaneously press Up, Select, A, 
and B. Next, hit Start. When the round 
select numbers appear on the screen, 
quickly hit Right on your control pad to 
increase the numbers on the round 
select. 


Ninja Boy 

Wait until the Title Screen appears, then 
press Up, Up, Down, Down, A, B, A, 
and B. Next, simultaneously press A 
and Start. The symbols “W 1-1” wil 
appear in the upper-left corner of the 
screen. Use Up and Down on your con- 
trol pad to change the stage numbers. 


Snow Brothers, Jr. 


Press and hold Up, Select, and B, then 


press Start. Then push Up or Down to 
choose your starting stage. 


| SANE OLAn 


During the character screen, press and 
hold Left and B, then press A. A num- 
ber appears in the lower-right corner of 
the screen. Press Up and Down to 
choose your round. 


Simultaneously hold Left-Up and But- 


tons 1 and 2 during the Title Screen, 
then push Start. 
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This one’s tough to pull off, but it enables 
you to choose your Zone in this tough 
game. Wait until the Sega logo appears, 
then simultaneously press Down/Left, 
and Buttons 1 and 2. Continue to hold 
all these buttons, and wait until the Title 
Screen appears. Watch Tails blink. Dur- 
ing the third blink, press Start while his 
eye is shut. If you've timed this correctly, 
a Zone Select Screen will appear. Use 
Up and Down on your control pad to 
choose a Zone, and press Start to begin. 





Road Blaster 

First, select Bubble City. Slowly acceler- 
ate and steer right or left as far as possi- 
ble. Crash into the first tree while 
holding down Button B. Press Option 1, 
select your level, hold down B, and 
press A. Finish the level, and you'll skip 
to the stage you selected. 
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Pit-Fighter 
infinite Lives and Super Power Pills 
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This pair of codes gives you infinite lives 
and makes your Power Pills last until 
death, or until the end of a match. 
Infinite Lives: ALBA-2A9R 

Super Power Pills: AVZA-2A2R 


Sonic The Hedgehog 2 








Pop in these codes, grab an Invincibility 
Monitor, and Sonic will be invincible for 
the rest of the level: 

ALTA-CA9J and ALTA-CA9Y 


Aquatic Games 


Full Feed Bag 

Plug in these codes to get a permanently 
full feed bag: RH9T-R60T and ALBT- 
AA3N 


pypregenl c 
Nan. Migg 








This trick works only with Gambit. When- 
ever you use your mutant ability as Gambit 
and return to the Danger Room, you'll go 
to the next level. The only drawback is 
that you can’t use your mutant ability to 
destroy enemies: PZ1A-DAXO 
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Use this code to soar through Axelay’s 
skies with 99 lives: 1721-AD04 


Fatal Fury 
invincibility 












—“? 


To make enemy fighters ineffective 
after their first blow, plug in the code: 
C4TA-AAG8 


Galares 
Infinite Lives 
1 a: 


Gaiares isn’t so tough when you have in- 
finite lives: AJEA-AA20 








Make Spider-Man re the X-Men more 
than invincible: 

Infinite Lives for Spider-Man: C266-D51D 
Infinite Lives for Gambit: C26D-090A 
Infinite Lives for Wolverine, Cyclops, and 
Storm: C2C2-D767 


Unlimited Spells 

Here’s a code that gives you 

unlimited spells in King Arthur's World: 
8EBC-6DEC. To use it, you must have 
at least one spell already. 


This Faceball 2000 code gives you infinite 
lives: 89AB-D708 


Stop the Timer 

You won't have to worry about growing 
up or leaving Neverland when you stop 
the timer: A268-6F03 


This code only a in Guile’s freee but 
it does give you a different perspective 
on the game: CF63-672A 
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The Flash is more than a superhero with 
this pair of codes that gives you infinite 
energy and infinite lives: 003-A8F-E69 
and 00A-85F-E6D. 


Batman Returns 





Not even Catwoman can.scratch Batman 
with this full-power code: 7E00-8A50 


Jordan vs. Bird: One-on-One 
Score Big . 
T Me ne 





Type in these codes to make every 2-point 
bucket score you 12: 0C6-72D-E62 and 
0C6-81D-E62 
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Use this combination of Replay codes to 





become a super Faceball wamior 
Full Armor: 7EOB-E314 

Full Speed: 7EOB-CB07 

Full Shot Power: 7EOB-C407 
Top Reload Speed: 7EOB-C000 
Permanent Sensor: 7E03-4E01 


With these codes, the Force will always 
be with you: 
Infinite Lives: 
Infinite Power: 7EOA-7924 


7E08-FB03 


Infinite Energy and Infinite Lives 














Make Pugsley’s life a whole lot easier: 
Infinite Energy: 7E00-9503 
Infinite Lives: 7E00-4D05 
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Make your World Warrior soar across the 
screen with this weird code: 
Fly Across the Screen (Player One): 
7EOC-30A0 
Fly Across the Screen (Player Two): 
7EOE-30A0 

To execute this sly flying move, 
press the joypad diagonally in the direc- 
tion opposite to the way you’re facing, 
and press Button R. Keep pressing to 
Stay in the air. 
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SUPER NES AND 
SEGA GENESIS 
SYSTEMS. 
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By Russel DeMaria, 


Here's the end to all your =~ 
Flashback headaches! Check » 
out our complete maps and > 
strategies for The Artificial 
Jungle, New Washington and 
The Death Tower, and stay 
tuned to the next issue for 
details on later levels. 





(All these cool Flashback strate- 
gies are courtesy of Prima Pub- 
lishing, and are excerpted from 
Sega Genesis Secrets of the 
Game, Volume 5. Thanks guys!) 
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Ad 7, Walk right and drop down 
Oe al to the ledge below. Face left 
and drop down to the next 
ledge. Drop down one screen by 
falling into the gap on the left 
side of the screen. When you 
land, immediately walk left to 
find the Holocube and a Pres- 
sure Pad. Step on the Pressure 
Pad to open a door located 
later in the level. Walk right 
and climb back up one screen 
(where you dropped from). 
Head right to the gap on the far directly above you and climb 
right side of the screen. Stand __ the ledge at the left side ofthe _ 
next to the gap (on the left bridge. Inch out as far to the : 
side) and jump across to the right on the ledge as you can. 
other side. Draw your gun and = Drawyourgunandshootthe 
roll right to the next screen. robot. Jump to the right (you'll 
Shoot the robot. have to hang onto the ledge). — 
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Pull yourself up and head to 
the next screen to the right. 
Head to the ledge right above 
the Mutant Guard. Ready your 
weapon, drop off the ledge, 
and nail the Mutant Guard 
when you land. Head to the 


far left (past the door) and 
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drop down one screen. When 
you land, you'll see another 
Mutant and a robot guarding a 
door. Continue left to the next 
screen. Walk as far left as 
possibile to find a Stone. From 
where you found the Stone, 
climb the ledge to the screen 
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Step to the left to find 
10 Credits. 


came up. Return right 
to the screen with the 
Mutant Guard and the 
robot. Quickly drop down two 
ledges to the bottom of this 
screen. Walk left one screen, 
then right to the screen with 
the Mutant Guard and the 
robot. Shoot the robot that 
appears from the right and the 


above you, then take a 








bridge, jump to the ledge on 
the right. Draw your gun and 
Step on the Pressure Pad to 
open the door. When the door 
opens, Shoot the Mutant. Jump 
hack to the left. You'll find a 


Cartridge just to the left of the 
door where the Mutant was. 


4, Head right and fall through 
the gap at the bottom-right 
comer of the screen. Jump 
across to the left to land on a 
platform located in the center 
of the screen. Climb down to a 











platform directly under you. 


“yo ) Pull your'gun and drop and 


_ Shoot the Mutant. Head right 
one screen — there’s a Force 
Field in the middle of the 
screen. Climb the ledge above 
the Force Field and continue 

.. right to the next screen. Jump 


.. ewer the yellow beams on the 


ground. Step on the Pressure 
Pad between the yellow beams 
to make the elevator come 
down. Jump up and grab the 
elevator platform. Pull yourself 
up and walk to the Energy Gen- 
erator to recharge as necessary. 


"Ride the elevator up to the 


- wooden bridge above you. Head 
left to the next screen. Draw 
your gun and kill the Mutant. 


5, You'll be standing at the 
upper-right corner of the 

screen with the green Force 
Field. Climb up on the right side 
directly above you (via the 
ledge covered by large leaves). 
Jump over the gap to the left. — 
Waitk left and jump over the — 
Pressure Pad. Climb to the 
ledge above you, in the middle 


evel of the screen. Go right and 


__ jump over the Pressure Pad. 
Step on the Pressure Pad at the 
far right to bring the elevator 

_ down. Retum to the left (jump 


over the same Pressure Pad as 


the top of the screen. Head 


continue right until you reach 
the Wounded Man. | 


6. Climb back up and run left. 


Ride the elevator down one floor — 
and then trigger the Pressure 
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Pad to the right to send the ele- 
vator up. Run right and down to 
the next screen. Ride down the 
next elevator and run left, back 
the way you came before. Climb 
over the platform to avoid the 
green Force Field and continue 
left. Eventually you'll reach the 
Cartridge Lock device. Use your 
Cartridge to bridge the gap. 
Blast the robot and continue 
left until you reach an elevator. 
Ride it all the way up. 


7. Run left and climb up one 
ledge. Throw a Stone into the 
wall to lock the elevator in 
position. Climb over the wall 
and grab another Stone. Retum 
to the elevator and get the 
Teleporter. Retrace your steps 
and retrieve the Stone you left 
behind. The elevator goes up 
again. Now you can drop down 
below it. Walk right and ride 
down on the elevator. Save 
your game in the lower-left 
comer. Walk right and off the 


edge. In the next screen, you 


see a robot and below that 
another Mutant. Pull your gun, 


walk left off the edge and blast 


the robot. Now climb back up — 
and run right, grab the next 
ledge, and pull yourself up into 
another screen. 

8. Run back to the right until 
you reach the end of the current 
a machine below you. Jump up 
and climb to another ledge (and 
screen) above you, still heading 


‘right. Run right and climb the 
‘next ledge. You should be back 
at the bridge and the Cartridge 
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__ back to the two Guards and the 


_ machine. Lower yourself to the 
-_Jevel of the machine and then 
step to the left until you're 


hidden behind the wall. Jump — 


and land just in front of the 
right-hand guard. Shoot him 
quickly, then turn and shoot 
the other guard. 


9. Run right and climb up one 
level. Use your ID Card on the 
Switch, jump over the Pressure 


a robot just inside the next 
screen. Just past the robot is a 
Stone. Pick it up and throw it 
from there to distract the Guard. 
Wait until his back is turned, 
drop down and shoot him when 


he turns around. Pick up 100. 


Credits and continue right. 
Climb to the next ledge and 
collect the Key. Drop down to 
the right and collect 50 more 
Credits. Pull your gun and roll 
into the next screen. Blast the 
guard as you come out of the 
roll. Climb the first ledge, then 
run and jump across the gap, 
hanging onto the upper plat- 
form. Climb up and jump across 
to the platform in the upper 
right. Collect 500 Credits. Drop 


to the next ledge down. Step on 
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the Card Lock. Use the ID Gard. 





~” next screen you'll reach a Key 





ock, Use the Key to open the 
norway. Below the Key Lock is». 








Draw your gun, drop, and fire’ ; 
at the Guard. Jump across to 





ure the dead Guard, then hang and — | 
Pad and continue right. There’s © 


drop down from there. You'll 

reach another area with {wo ” 
Guards, Pull out a Stone and.” *.. - 
foss it to the right. The Guards. 
will begin to search. Wait, abl . . 
the Automatic Laser will kill °° 
both of them. Drop down and 


roll right without standing up. ie: 


Le diyetanel gen ro , 


screen, continue right mee : 
you an Anti-Grav Belt. An. arrow fe 
appears in the gap tohis right. — 
Back up, run, and jump across 

the gap, but catch the ledge 


above it and climb up. Continue 


right until you reach a machine. 

it’s an EnergyGenerato. 
Recharge as necessary.Leap 
into the hole and you'll be safe | nt 
with the Anti-G system. ha 
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WASHINGTON 





1. Run right and leap the gap, 
grabbing the ledge above. Run 
and jump to hang onto the ledge 
to the left and continue to run 






















AMERICA 





left to the next screen. At the 
end of the hallway, climb up and 
pull out your gun. Walk carefully 
into the next screen and begin 
firing. Destroy the Guards. Run 
right and talk to lan. After you 
sit in the chair, talk to lan again. 
Run right as the door 
opens. At the first ledge, jump 
across and drop down. There’s 
a Guard below you in a pit. 
Jump down and quickly kill 


him. Pick up the Fuse. Run from 


the right side, grab the ledge, 
and pull yourself up, returning 
to the left. Go to the switch and 


use the Fuse. The elevator will 
come down. Ride it up. Operate 
the next Switch to the left to 
bring down the elevator. Ride it 
up. Run left and ignore the man 
there. Operate the Switch to the 
left of the checkpoint, then go 
through the door to the elevator. 
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2. Ride down the elevator and » 
get into the car that pulls up. It 
takes you from Asia to America. - 
Run left and ride the elevator - 
up. Operate the second Switch —. . 
on the right and ride the eleva- 


tor up. Go right and operate the. 


Pressure Pad, then ride the 
next elevator up. Run left into 


the bar and talk to the Barman,» 


Run right, out of the bar, and: ~ 
continue until you reach the 
Forger. The Forger wants 1500 
credits, which you don’t have, 
so he tells you to go to the 
Employment Office and get 
work. Run left, past (or over) 
the first elevator, and take the 
next elevator down one floor: 
Take another elevator down and 
then another. Now you're back 
in the subway station (America). 
The map on the wall shows the 
subway route: Asia to America 
to Africa to Europa. 


3. Take the car one stop (to 
Africa) and get off. Ride up two 
elevators and run left. Talk to 
the first man at the Administra- 
tive Center and ask for a Work 
Permit. Run left and take the 
elevator up. Go to Window B. 
Walk right and show the boss 
your ID Card. He gives you a 
Work Permit. Run back and 
take the elevator down. Run 

to the right, past the Adminis- 
trative Center. Return to the 
Africa station and take the car 
to Europa. 

4. Take two elevators up, then 
run all the way to the left until 
you're almost at a sheer drop. 
Go to the last Mission Screen 
(#1). Activate the Mission 
Screen. It pays 100 credits and 
involves delivering a package 
from the spaceport to the Travel 
Agency. Select your Work Permit 
and use it in the machine. One 
floor below the Mission Screens 
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1 AFRICA: RESTRICTED AREA 2° 
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is a Save point and an Energy 
Shields here, then Save. 
Return the way you came 
and take a subway car to Asia. 
Run all the way to the right 
until you reach a woman ina 





kiosk. She gives you the pack- » 
age. Select the Force Field from 
your inventory. Run back to the 


subway station and take the 
car two stops to Africa. Go up 
two elevators and shoot the 
Guard at the top of the second. 
Run right and give the parcel to 
the second man at the Travel. 
Agency. You get 100 credits. 


5, Return to the subway, ride 
fo Europa, and return to the 
Mission Screens. Go to Mission 
Screen #3 (the third 
from the left) and — 
select that mission, © 


from Restricted Area 2 
to the Research Center, 
for 300 credits. 

Take the subway 
three stops, back to 
Africa, and up the ele- 
vator to Restricted 
Area 2. Run right, past 
the VIP, and climb the 
wall ahead. As you 
pass, the upper door 
will close but the lower one 
will open. Run right and climb 


ground. Jump over it. Then 
climb down and drop to the 
bottom. Another door will open. 
Run back to the left, collect the 
VIP, and lead him through the 
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You must escort a VIP 





tivo open dors. Walk tothe’ ee 











Get the Key from him. Donte i 
left and use the Key in the Key. « 
Lock to open one of the doors. _ 


| Pull your gu and roll left into: 





le next screen, Shoot the ~~ 
Guard, Run left and igh down. pons 





up and shoot the Drone - it 
“takes 18 shots. Jump across 


and climb up’ A= tg of | 





other Drone, Just past itis 
another Key," = r | 
Drop to the bottom floor oie’ 
and run back to the right until. =. 
you reach the closed door. Usé -_ 
the second Key in the Key Lock 
to open it and the VIP will fol- 









low you. Just inside the next. 


elevator down and deliver the 
VIP. You'll be instantly tele- 
ported back to the Mission 
Screen area, just in front of 

the Energy Generator. Use it 

to recharge. Go to the fourth ° 
Mission Screen from the left a) 
and read the mission. You must og | 


_ hunt down and destroy a rogue. h 
up again. There’s a mine on the — 


cyborg for 400 credits, 


7. Run right and head for the 


station. At Restricted Area3,. 

activate the first Switch is : oA 
Go wy tires sidhatets od 
return to the bar. Talk to 

the man at the far end of — 
the bar.Gobackto 
Restricted Area 1 (down 
two elevators), and talkto 
the policeman. Retumto — 











the bar and run through it. — 
_ Roll back into the bar and 
draw your gun. Shoot the 

_ Aemataed wise comes in fron tho 
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i up and falks to you. His hideout 
~~, ts .below, 


Return to Restricted Area 


and shoot it out with the cop. 


When you blast him, get the 
Key. Run back through the bar 
again and put the Key in the 
Key Lock just past the security 
door. A trap door opens in the 
floor. Climb down. Go all the 
way down and run right, to the 
next screen. Fight the teleport- 
ing villains. When you destroy 
them, you get 400 credits. 
Again, you warp back to 
the Energy Generator. Access 
the second Mission Screen from 
the right. The main generator 


for New Washington is having 
boards for the main computer 
has been altered, You have to 


replace the board in 1.5 min- 


tes betar’.tho witole inctiilie- 


tion self-destructs. The fee is 


_ 500 credits. 





8. Walk under the Teleporter 


(to the right of the Energy Gen- 


erator) and it takes you to the 
main generator’s area. Head 


so ab aak ag? 
hes eH ap 
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Just as you enter the next 
screen, run and jump to clear 
the green Force Fields. Jump 
across another gap and con- 
tinue right until you reach a 
Switch. Activate it to open a 
trap door. Head down and left. 
In the next screen, roll under 
the Force Field and continue 
left. Climb a ledge and jump 
over the pit. Roll under another 
Force Field and you'll come to 
an elevator. Ride down, run 
left, and ride down another 
elevator. Run right and be 
ready to jump when you enter 
the next screen. This is a long 
jump and you'll have to hang 
onto the ledge at the end. Con- 
tinue right and jump up on the 
platform in the next screen to 
bring the elevator up. 
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Run right until the Sine. Shoot the Mutant as. a 
you reach the terminal. At the fast as you can. | 
bottom of the terminal are’. ‘11, in the'next screen to the. © 
three identical slots. Insert the left, you reach a mine. Beyond 
card into the third slot. You get is‘ Mutant and another mine, — 


500 credits and return to the . nt 


fee is 600 credits. Run right 
and ride down one floor on the 
elevator. Continue right into 


Restricted Area 3. Select your ~ 


Force Field. Drop down and 
shoot the Mutant. He’s fast, so 


shoot quickly. 


~ 0né level below. Jump across 


says that Restricted Area 3 has — 
been invaded by Mutants. The - 


pull up, you'll have to be quick: 
on the draw toavoid getting 
shot by the Mutant. Jump over’ a 







» themineand climbuptwo 
i to stand in foam h ofa ’ 


10. Save before or after you - the right 
shoot the Mutant. Jump across’ ©) 


and climb down the ledge. to’ 


where the Mutant was standing. 


Drop down and shoot another — 
Mutant. Drop down one level 
and find a Key. Walk off the 





“gf tnd levels. You'll find 100 - 

». Gredits at the bottom. You'll: « 
also find a'Key. Retrace your” 
last Mutant. Drop to the bottom 


edge to the right and drop... ¢ 


draw your gun, and walk off 
another ledge to the left, shoot- 
ing the Mutant there. Jump 

across to the left and walk left 
into the next screen, Go through 
one door and use the Key in the 


Run left and stop midway under 
the floor above. Throw a Stone 
to the left to activate the trap 

door. Climb up through the trap 





7 wa acy te rit . 


=F 12; AS you nin t6 thé right 
- © from the Mission Screens, the 
en : Tofeslgt ote tte ator 


Take a car two stops to Europa. 
Ride up two elevators, Talk to 
». aman to the right who asks. 

your ID, head right, and you're 
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~ continue to duck and roll to avoid 


ts ec 71. Begin Level 8 by jumping over 


the mine to your right. Proceed 


© fight. In the next screen, climb on’ 

«the ledge, duck, and shoot the 
~~ man who’s climbing up the other 
‘ide of the ledge. Then, roll to the 


right and roll back to throw off 
the drone. Be sure to shoot it, too. 





"Roll into the next screen, but 
the two drones. Shoot the man 


who's beginning to teleport. Once yo 


he’s down, shoot the drones. 
Run right and jump to catch 


the next ledge. Pull yourselt up 


onto the ledge and head to the 
right. Drop down and roll to the: 
right, then turn around and shoot 


the drone, Don’t wory about te 


Finally, activate the switch. 


2 Now, head to the left and run 


a falling bomb as you enter the next 


screen. Run through that screen 
and through the next two until — 


you reach your starting spot - the 
_ sereen with the mine in the mid- 


die and the Energy Generator. 





Move to the next screen on 


the left and climb up onto the 


ledge to shoot the man standing 
there. Crouch just to the right of 
the mine. The man will then tele- 
port onto the mine, which blows 
up. Roll to the left, turn, and fire 
again. Repeat this procedure until 
you blow him away. 


3. Continue left. As you enter the 


next screen, crouch and fire at the 
man who drops down from a 
higher level. Shoot him twice, 
then walk forward and drop down 


i “to a lower level. Let the man tele- 
"port around you, then fire at him 


when he materializes. 





In the next screen to the left, 
jump over a mine and catch the 
ledge. Climb up onto it and duck. 
Once the drones lock onto you, 
run back to the previous screen to 
gain time, then maneuver until 
u’re in good shooting range. 


After they're history, return 
to the upper ledge and continue 
right. Use the Energy Generator to 
recharge your Shields. Then 


return to the left and go past the 


danger room. Just inside the next 
screen, climb up one level and 


ride the elevator -_ 


"switch, then drop off the ledge to 
shoot the man standing on the 
ledge. Finally, run left again. 





5, When the man in the next room 
leaves, drop down to the bottom 
level. Roll into the middle of the 
doorway, crouch, and wait. When 
the door opens, start blasting from 
a crouching position, then run to 
the left along the lowest ledge. Be 
ready to shoot it out with another 
man. Move left one more screen, 
climb up two levels and jump over 
a mine. 


6. in the next room, wait for the 
door to open and be ready to 
shoot the man on the other side. 
Jump down to the next level (the 
second level), then head to the 


left to a Save Point. Go all the way . 


to the bottom level, then turn and 
shoot the drone that comes after 
you. Run back to the right along 
the bottom, wait for the man to 
drop down, then shoot him. Climb 


up and shoot the remaining drone. ¥ 


Run left past the Save Point, 
through the next screen, and into 
the opposite screen. Finally, ride 
the elevator up. 





1. fii bo Shesright at the the of 
the elevator, climb onto a ledge, 
and activate the switch. Return to 
the screen on the left, drop to the 
_ bottom level, and activate your 
Force Field. Then jump on the 


sities, _laser trap and quickly leap up to 





4, From the beginning of Level 7, 
walk uc climb up onto the 
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the next platform. Then, climb up 


two levels and head left to the 
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"there's a trap door next fo. The > 







trap door drops you to the next’ 
landing. Jump down and fight t t 
ly continue left with your gua <4. 
drawn. You'll come to’a.mine in. fy 
the next screen, Explode it and: 
run to the left, Then, go upohe « 
landing and into the next screen. ss 
fo the left,’ : 











9, Jump across the trap door 

(watch out for trap doors on ther a 
onto the third landing. Head left.” ‘s 

alt he Gen A fe ON. 
gun, Take the elevator to Level’5. 





10.4 At the beginning of Level 5, 

head left to the next screen with — 

your gun drawn. Shoot the man : 
you encounter and get ready to 

blast a drone that floats down 

from above. Climb up and trigger — 

the trap door. (ecews cl bia lect? . 
gun!) Then, climb to the third land- 
ing to reach a Save Point. Run and 
jump across the gap in the next 
screen. As you fall, grab ontothe —_ 
second landing, then drop downto 


‘the bottom of the screen. 





Jump the first mine, then 
climb up onto the landing. Draw — 
your gun and roll to the left. This 
triggers a falling bomb. Return to 
the right and climb back up onto 


the platform again. This time, run, ——— 


jump, and grab onto the upper 


gun drawn. 


platform, then head left with your — 


11. Shoot the guy across the 
screen until he fails down onto the 
mines below. He may not be dead 
yet, though. Leave him for now 
and carefully head left into the 
next screen with your gun drawn. 
_Shoot the first guy you see, then 
shoot the other man across the 
room. Turn and return to the right. 





When you reenter the other 
room, two gunmen are waiting for 
you. Shoot them both. Then, drop 
down to the lowest landing and 
finish them both off. Continue to 
the left and take the elevator up to 





12. Run quickly to the right at 
the beginning of Level 4. Run and 
jump to grab the landing. Pull 
yourself up and blast the drone, 
then go for the man who drops 
down next to you. Drop to where 
the man is lying and whack him 
once with your gun. Then, blast 
him each time he tries to get up. 





Walk to the switch in the 
lower-right corner and use it to 
open a doorway in the upper-right 
comer. Go up one landing, climb 
up onto the left ledge, then run 
back and leap to the right. Run 
and jump across the gap to grab 
onto the upper landing. Draw your 
gun and walk right. 





13. Wait for the two gunmen to 
climb up to your landing, then 
blast them both. They'll also 
explode the mine that’s partially 
hidden behind the railings. Now 
drop down to the second landing, 
use the Energy Generator to 
recharge if necessary, then drop 
down to the bottom of the level 
using the right side of the ledge. 
You'll be practically on top of two 
gunmen. Use your crouch-roll- 
and-fire technique to peg them 
until they’re done for. 

Climb onto the second land- 
ing and head right. Climb onto the 
third landing and trigger the sen- 
sor that opens the trap door 
below. Return to the previous 
screen, drop to the bottom, and 
run to the right. Run and jump 
over the mines to grab onto the 
second landing. If you mess up 
and hit the mines, you can return 
to the previous screen and use 





14, Once on the elevator, draw 
your gun and get ready foraman 
to attack. Shoot him, thenrunto _ 
the right in to the next screen. Go 
all the way through this screen to — 
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the next and shoot the two drones 
and another man who come after 
you. While you’re working on the 
first man, another one comes 
along. This is tricky until 

you get the crouch-roll-and- 
shoot technique down. 

Climb onto the second land- 
ing and run left until you reach the 
Save Point. Shoot the drone and 
climb to the third landing to shoot 
another drone. Run back to the left 
on the third landing, continue on 
through the next screen, and on to 
the one after it. Climb down to the 
second landing and take the ele- 
vator up to the second floor. 
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15. At the beginning of Level 2, 


you have to fight a man and a 
_ drone at the same time. Roll back 


and forth to avoid their attack, 
but take care of the man first. He 
is more harmful to your health, 
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and you can take care of the 
drone when you get a chance. 
Climb to the second landing and 
operate the switch. Jump down 
to the floor and take care of the 
man heading at you from the 
third landing. Climb onto the third 
landing and take the elevator up 
to the first floor. 
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16. At the beginning of Level 1, 


be ready to shoot a man coming at 
you from the left. Once you finish 
this guy off, you’re outta there! 





~<4f, Go down the elevator and 


“» = give the man your papers. 
= *» ~~ Head left, up the elevator, and 


trigger the door sensor. Acti- 
vate your Force Field, roll 
through the door, turn, and 
shoot the guard. Head left and 
shoot a second guard. 


2. Take the elevator all the way 
down and roll to the left. Turn 
and fire at the guard. When you 


finish the guard, roll to the 
fight, turn, and blast the drone. 


3. Climb up to the next ledge 
| «mh deltas 





Generator. Now go back the 
way you came — left and down 
- then go right again. Activate 
your Force Field, go right, and 
crouch with your gun drawn. 
Shoot the guard. 

Then run right, climb to 
the second landing, and draw 
your gun. Roll into the next 
screen and shoot the two 
guards. Then, flush out a guard 
and a drone by running into the 
next screen, and then returning 
left to get set up. You may have 
to run all the way to the next 
screen and drop down. The 
drone will follow. Kill it, then go 
back to finish the guard. 


4, Go carefully right to get 
another guard. Continue right 
until you find a Taxi Station. The 
cab takes you to a save point. 


SWAT. PRO 


From there, climb up two 
ledges and take a running 
jump into the next screen on 
the right, grabbing the ledge on 


the other side. Now do another 


running jump and grab the 
green wall, Pull up and walk 
next to the barrier. Draw your 
gun and whack ihe Rerriey 
break it. 


5, Now you're in a whole new 
area. Continue right and ride 
the elevator down one ledge. 
Go forward to activate the door 
sensor, then draw your gun 
and take out the man. 


6. Activate the elevator on the 
bottom landing and ride it up 
one landing. Then jump from it 
to the pale blue platform above. 
Shoot the barrier to the left and 
proceed to find a Key. 


7. Now go back to the bottom 
floor and head carefully to the 
right with your gun ready. 
Shoot another man and run to 
the right through the door and 
continue two screens to the 
elevator. Ride it up to the next 
floor. Run left and ride another 
elevator up another floor. 
There’s a robot to the left. 
Quickly run in and roll back out 
to activate it. Get set up with 
your gun. Shoot the robot's 


September 1993 





head whens nto goes 
up. Head left, activate the — 
switch, run back, and drop - 
down one floor. Then jump up 
to the landing on the right. - 
Your idl ah Esovty Benen 
in the next screen. 


8. Go back to the left, drop 
down one ledge and head right 
again. The Laser is active, so | 
roll under it - it will turn off 
once you get to the right of it. 
Return to the elevator and go 
down to the bottom landing. 
pend Be tay teen, OT a: 
use the Key in it. 





9. Go down the elevator to the 


«sight of the Key Lock: You'll find 


a Save point there. Climb up 
one ledge, then jump back to 
the right, onto the pale blue 
platform. This moves the wall 
back. Eventually an elevator 
appears. Ride it down. 


10. Ride all the way to the bot- 
tom. You'll pass aman, but he 
won't get you. Run to the right 
and climb up to the third land- 
ing. Jump to the right and acti- 
vate the door sensor. Keep 
going carefully right, There’s a 
laser and a moving mine below 
you. Try to drop down and get 
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to the switch next to the laser 
without taking damage. Return 
to the third landing and head 
left, where you came from. 


11. Once you walk through the 
door, turn around and Climb up 
two more floors. Try to jump 
over the mine (jump straight 
up). Shoot or whack the man 
when he climbs up. Jump 
across the gap to the right and 
activate the switch. This moves 
a wall below you. Wait for the 
man to climb up and finish him, 
Then drop down to the first 


landing and head left. You acti- 


vate some kind of trap, but you 


find a key just through the door. 


12. You'll be attacked by two 
drones. Get them by rolling — 
from screen to screen. Finally, 
the door to the left will open 
and you can climb back down 
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to the original screen of this 
sequence. Now drop down to 
the strange car and head right. 
Use the Key in the Key Lock. 
Use the Energy Generator if you 
need to. Then run right, tum on 
your force field, and take the 
elevator up. 


13. Head right and climb up 
two ledges. Jump over the 
funny floor, then walk back and 
stand on it. You'll drop two lev- 
els. Head to the right and take 
the elevator down to the bot- 
tom. Head left to the next 
screen and jump up two levels. 


_ Activate the switch in the 


upper-left corner. Jump across 
to the door on the right and 
keep going to get a Key in the 
next screen. Now go back and 
ride the elevator back up. Use 
the Key in the Key Lock to the 
right of the elevator and then 
head right on the next level up. 
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14, In the next screen, drop it 


down, draw your gun, and roll : 


fo the right. Shoot the drone. 
Climb up one level, jump the 
mine, and continue to the right. 
Jump the pit and the mine, and 
in the next screen shoot anoth- 
er drone. You have to do this 
quickly because some kind of 
field is following you. 


15. Roll over the edge and end 
up in a ventilation grid. 
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- Out of This World is a great a 

action/adventure game, butit | 

| can melt your mind! Here's a 

| chapter from a great SNES tips | 

- book, Awesome Super Nin- | 
tendo Secrets (© 1992 by 

- Sandwich Islands Publishing. 

All rights reserved. , which will | eg a 
_ help you survive the perils of ae! a... = 
| this brave new world. GamePro | on Oe q =\5 
- reviewed Out of This World for = 5 
the SNES (see GamePro, May 
199) and the Genesis (see | 
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show him a little kindness. The game con- 
sists of 15 tough stages, which are not 
labelled. The only logical way to refer to 

_ them is by their passwords, so we've list- 
€d listed the code for each stage. 








‘ong. Use the passwords _ 
‘Dut resist the tempta- 
id! Refer to this O4 


trategy Guide only when Stage 1 is basically 







you're completely stuck and QY& # explained in the 
ready to give up. Some of the _ manual. If you don’t 
“death scenes” are the best have it handy, start 
scenes in the game. If you by holding down Up 
use the info here to simply to swim up and out of 
walk through Out of This World, the water. a 






you'll miss out on the cinematic 
fun, plus much more. 






To the left of the pool is a vine. 
Remember its location, but for now 
move right. As you’re bound to find out, 
the small, black, slug-like creatures are 
deadly. You can kick them if you want, 
but they'll help you if you don’t. 





‘Keep moving right, and you'll 
encounter the black beast that 
lurks in the background of the earlier 
scenes. Watch out! He'll come after 
you, but you can’t defend yourself 
against him. Run back to the vine on the 
far left, jumping over the black slugs as 
you go. The slugs will trip the beast as he 
chases you. When you reach the vine, 
quickly jump onto it. Swing out left from 
the ledge, and swing back to the right 
over the bewildered beast. 
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~~ and away from the beast. You'll run 
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ning toward the far right 











aliens. They shoot #F Y | . 
the beast and you, RSA; CO 
but you're only \ 4 eet 
stunned. When you \Bs gi 
awaken, you find ; \ pi oe 
cage. This is where (Ae 





























To escape the hanging cage, make it 
rock by pressing Left and Right. When 
the cage falls, you land on the guard to 
your right. Grab his gun (the flashing light 
on the ground). 





The gun fires three different shots, _ 
each one requiring more energy than its 


predecessor. At all times, limit your shots 
to the minimum needed. You'll be able to 
recharge your gun later. Hold down the 
fire button, your gun will charge, and a 
white orb will form at the front of it. 
Release the button to form a shot-block- 
ing Shield. Hold down the button longer, 
and the orb will grow larger to form a 
Super Shot. 





Follow your new friend two 
screens to the right. In the second 
screen, duck and shoot the approach- 
ing guard. Continue to the right one 
more screen to your friend and start to 
punch a code into a keypad. 

More guards appear from the left. 
Protect your friend and yourself by creat- 
ing Shields with your gun. Stand near the 
center of the screen and put up a Shield 
to the left. Re-energize the Shield as its 
power weakens. Continue doing this until 
your buddy signals you to run right. Run 
to the right and enter the elevator, then 
ride up and look out the window on your 
right to view a cool animation sequence 
(It serves no real purpose, but it’s fun to 
see). Take the elevator down to the low- 
est level and walk left. 





Shoot the guard the moment you 
step into the next screen. You don’t need 
to duck, but you must fire fast. Shoot 
another blast at the left wall, where you 
see a small white dot flashing, then ride 
the elevator up one floor. Use a Super 
Shot to blast through the wall. 
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Go left and drop down ce! the 7 Q 
hole before the guard gets his door — 
open. Run to the left, go up to the sec- | 
ond floor, and go left. There’s a wall, but 
don’t blast through it. Wait for your 
friend to open a hatch to an under- | 
ground passage. ae 





Password = CLLD 


In the underground passage, roll slowly 
to the left until you see an airstream. Wait 
until it stops, then quickly roll past it. 
Drop down and roll to the right slowly 
until you see another airstream (this one 
has shorter bursts). Wait for it to stop, 
then quickly roll past it. Drop down again, 
and you'll find yourself stuck between 
airstreams to the left and to the nght of 
you. Timing a roll to the right will be - 
tricky, but watch for the airstream’s _ ) 
rhythm to make your move. Drop cum: — 
go left (no airstreams), Sayan aetthen —_ 


| PPR. 





Password = LBKG.. 
In Stage 4, you find yourself ina macety 
blue room with a glowing room to your 


left. Enter the room and your gun auto- 
matically _. Shoot mee Shots 





at the triple-layer wall to your right. 
Recharge your gun again, and go right 
two screens. 





Outside, you come face-to-face with 
a guard. Quickly shoot him, then contin- 
ue to the right. To avoid falling off a 
ledge, stop when you enter the next 
screen. Stand at the ledge’s edge and 
jump to the far right to land on a lower 
ledge. Then, fire a Super Shot at the wall 
to the right and enter the hole. 





Drop down the first hole, then go right 
and drop down the next hole. You'll land 
on an anvil-shaped rock. 





Walk one screen to your right and 
jump over the spikes below. (The tenta- 
cles won't grab you). Then, continue on 
to the next screen. 





Watch out for falling rocks. They fall in 
a pattern and always land in the same 
spot. Study their pattern to find a safe spot 
to stand. As soon as the rocks land, run 
past them while they’re still breaking apart. 





In the next screen to the right, watch 
for the pattern of the falling rocks again. 
Then, run to the right until you come to a 
place where the two walkways join near 
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the tentacles. Don’t stand underneath 
the tentacles. Instead take a few steps to 
the left and start climbing up the higher 
walkway (the rocks won't hit you). Then, 
shoot your gun to the right at the tenta- 
cles. Walk off the screen to your right and 
jump over the floor monsters. 





Now shoot the tentacles, but still 
avoid the floor monsters. Also, avoid a 
hole upon entering the next screen. Jump 
over the hole, but avoid the floor monster 
that sits on the other side of it, then go 
right. Walk through to the next screen, 
and fire a Super Shot through the wall. 








Run back to the left until you reach the 
first falling rocks screen. Watch out for 
those floor monsters! Go up the higher 
walkway, but avoid the falling rocks. In 
the next screen (with more falling rocks), 
there’s a bird hanging from the ceiling. 
Walk up the path past him, then turn 
right and shoot him. He'll fly into the next 
screen. Follow him. 








When you come to a ledge, jump off 
oe it and grab onto the stalactite hanging 
from the ceiling. Press Up to climb it. 
Jump to the next stalactite, and wait for 
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to the right to este 
race back three s( creens tot 













Fall off the left side of the anvil-shaped 
rock. Fire a Super Shot at the rock’s base 
to crack it and make it tilt. Climb up to 
the upper right passage, then go right. 

_ Carefully jump over each hole as you 2 ee is 
~ venture across, then proceed to the far ‘Here comes a tricky part! You must 
fight until you see water. ~~. drain the water to dry up an otherwise 
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Password = KLFB 





In the next screen, you'll see your alien 
friend thrown into a small passage below 
you. Run back to your left, go down the 
stairs, and then run to the right. 





When you enter a room with three 
chandeliers, run to the bottom of the 
Stairs, duck, and fire rapidly to the right 
to shoot a guard. Go back up the steps, 
shoot the chandelier to release your 
friend, then run back to your right. 





Keep running until you’re knocked 
to the floor by a guard. He’ll pick you up 
off the ground (about two feet off the 
ground, actually). Hold down Down and 
hit Y to kick him...uhh...between the legs. 
Run to the left and press Down to grab 
your gun. Shoot the guard, then head 
right to the next screen. 





Guards are on their way, so get 
ready! Place a Shield on your right, just 
to the left of the screen’s center. Walk 
through it, and place another Shield to 
your right so that you’re standing 
between the two Shields. Blast the 


guard on your right, and put up more 
Shields, as necessary, to protect your- 
self. When the guard on the right is 
toast, run to the right and quickly jump 
into the water before the other guard 
catches you. 
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Password = DDRX 


Swim down two screens, then left two 
screens. Go up into the second pas- 
sageway to get air in the air pocket, but 
avoid the floor monsters on your way. 
Swim straight down two screens, then 
go right. Climb out of the water, and 
carefully hop over the floor monsters. 
Then, go to your right into the next 
screen. Shoot the force field (a dotted 
line), then go. back into the water and 
swim up to the air pocket again. Go back 
down one screen, then swim two screens 
right and two screens up to reach the 
area where you began Stage 9. 
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Password = HRTB 





Get out of the water on the left side, then 
run left to the next screen. Keep running 
left until you reach the stairs. Stand 
under the Electric Lift and press Up. Go 
up the stairs, but be prepared to immedi- 
ately zap the guard on your left once you 
get to the top. 







Go to the next room, and you'll find 
a guard behind a triple-layer door. Place 
a shield next to the door, then walk to the 
right until the door opens. When the 
guard throws a glowing grenade, step 
back to the left until the door closes. The 
grenade will bounce back and destroy 
the guard. 





HOKU 
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Password = BRTD Password = TFBB 





Go through the door, then fire a 
Super Shot at the wall to your right. Go 
to the next room, stand below the Elec- 
tric Lift, and press Up. Recharge your 
~ gun, then go back down by using the 
Electric Lift. Go right into the room with 
three hanging glass spheres. 





Fall down the hole and quickly blast the Walk to your left a few steps while 
wall to the right with aSuper Shot. Now ___ your friend runs into the building, then 
run for your life! When you reach the run to the right along a path that’s in 
dead end on your far right, turn left and the background. Go two screens to 
put up a Shield. Keep creating Shields your right, then run into the other side 
and fighting off the guards until your alien —_ of the building to help your friend. 
friend rescues you from above. 




























— Here’s another tricky part. Crouch 
____ down and watch for the glare on the bot- 
___ tom ofthe largest sphere to reach 
_ the sphere’s center area, then 
blast the sphere to make it 
drop. Listen for a yelp of pain. 4 
It hopefully crushed a guard 





below, which you'll get to \.. ZESSS SS Walk up to the Shield until your arm 
check out later Go back three AN .— = ‘ Rw can reach through, then shoot the guard. 
screens to your left, go down eS : | M\ Wait for your friend to finish off the other 
the stairs, and then over two guard, then follow him right through 


screens to your right. Swim the gap between the buildings. 


across the water, and continue Ba 
right to see the guard you y 
bonked with the sphere. If 

you didn't get him, pre- 
pare for a tough fight. 
Afterward, go into the 
next room. 
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Run into your friend’s arms and he’ll 
toss you across the gap. Then, he’ll 
attempt the jump and fail. You’ve got to 
save him! Stand on the edge above your 
friend, then jump to your left to swing 
into a tunnel that’s on your left. 





Here comes the toughest part. 
Guards will attack from the left. Stand on 
the right edge and place Shields to your 
left. Then, take a step forward and fire a 
Super Shot to bust their Shields. Quickly 
fire another shot to fry a guard, then 
make another Shield. Step forward and 
fire another Super Shot. 





Password = TXHF 





Following a group of guards who are 
escaping the building, run to your left. 
When you reach the sliding door, stop 
directly in front of it so you won’t be 
crushed if it closes. Point your gun at the 








ie 
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guard trapped in the building. He’ll raise 
his arms and hit a button to close that 
door and one on the floor above you. 





Run one screen to your right and 
climb the stairs. Then, jump over the 
stairs to your right and face left. Place a 
Shield to your left, then step forward 
and fire a Super Shot to destroy the 
wall next to the guard. He'll roll glowing 
grenades that bounce down the stairs. 
Wait until he drops at least five 
grenades (they create a hole down 
below), then blast him. 





Go down the hole to the left of 
where the guard used to be, then face 
right and charge up a Super Shot. 
Unleash the Super Shot when a guard 
blows up the wall. Quickly fire a few reg- 
ular shots at the guard. 


S.W.A.T.PRO © September 1993 





Go down the shaft in the center of 
the floor. Blast the wall on your right, 
then go back up the shaft and then up 
the hole on your left. Go down the stairs, 
fall into the hole by the steps, and then 
run to the right through the next blacked 
out screen. 





Keep running right until the laser 
blasts stop. When you're near the right 
edge of the screen, STOP! You should 
still be in a totally dark room. If you fire 
your laser, you can get a brief look at your 
position. Carefully take steps forward, one 
at a time, until you’re in the next screen, 
which Is (fortunately) lighted. . 





There’s a hard-to-see hole directly in 
front of you. One more step, and you'll 
fall into it. Jump over the hole and hit the 
lever on the wall. Now go down the hole 
and run quickly to your right. When you 
reach a dead end, press Up to rise up 
through an Electric Lift. 


47 


light appears as the doors open into the 
arena. There are plenty of controls here 
to play with, but you should concentrate 
on getting the heck outta here. Press 
the lower button first, and more buttons 
will appear. Press the lowest button on 
your left to make a keypad appear. 
Then, press the button on the right side 
of the green light to activate the control 
panel and weapons systems. There are 
plenty of weapons to fire, but your goal 
is to escape. In any order, press all four 
of the buttons in the upper-left corner. A 
white button will flash. Press it to jetti- 
son the escape pods with you and your 
buddy in them. 





To blast the four guards that appear 
on your right, build up your Shield, blast 
their Shields with Super Shots, and then 
immediately fire a regular shot. After 
you've wasted the guards, run right. 












Walk left to activate a floor door 
and save your friend, then follow him 
right. Go up the passage, and then right 


to the battle vehicle. Your friend will join you in the next 


screen. Continue running right. The 
ground will be shot out from under you, 
but you'll be rescued (sort of). 


Unfortunately, your savior is your 
friend’s evil twin. Fortunately, your true 
friend comes to your aid. Immediately ms 
crawl right to reach a set.of controls. 





Your pod lands in a bathing pool, but 
the ladies are soon replaced by gun-tot- 
ing guards. Run right and into the next 
room. Crouch down then put up a 
Shield to your right. The lasers from the 
left are harmless. 





When the evil twin walks toward 


you, wait until he reaches the center of 
You'll see your face in the vehicle’s dome the room, then push Up and Y to pul 


as it closes. Then, the reflection of sun- 
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then crawl backward as soon as 
g1 


possible to get sucked up onto the roof 


As expected, the ending sequence 
is totally awesome. Even the credits are 
fun to watch. Best of all, it looks like a 


sequel is imminent! 


Secrets” (ISBN 0-9624676-6-9), available 
wherever books or video games are sold, or 
-800-345-0096.) 


by 





permission from “Awesome Super Nintendo 


the lever and fry him. Hit the switch 


again 
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Gods 


(By Mindscape) 





Gods puts an inspired twist on the now- 
familiar side-scrolling action/adventure 
genre. This one-player brain-twister has a 
mythic touch, and its artwork is heavenly. 
Any mortal who can beat Gods’ four fierce 
end-level bosses, trip through their cun- 
ning traps, and escape the labyrinthine 
citadel will become a god. 

Gods will wrack your brain and chew 
up your spare time like a stick of Juicy 
Fruit. You can play this game into eternity 
and still find hidden rooms and shortcuts. 
Gods is Great! Gods is Good! 


Graphics Sound Control FunFactor Challenge 


3) © (Bl © wu 


Advanced 





$49.95 One player 
Action/adventure Passwords 








At the beginning of the first stage, 
walk right and grab the knife icon. Now 
continue right, wasting enemies until you 
reach the first lever. Pull the lever to 
destroy the trap in front of you, then put 


t : + 3 we me 


=n = == nei ies Iniceladed the lever back to its original position. 
= : Continue through the stage until you see 

When y you're precariously perched ona the next lever. Open and close this lever 

ladder, aye to shoot enemies ran below. and a shortcut will appear below ha 





' yOu lose a life (and you have any 
left), you'll begin again with a temporary 
invincibility shield around you. Use this 
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shield to destroy any enemy you touch in 
your immediate area, but be careful, be- 
cause the shield only lasts a few seconds. 





In the latter part of World Ter you'll 
come across a ladder with a teleport 
gem above you and to the left. To get the 
gem, jump into the small space on your 
right and kill the monsters to get a key. 
Go back to the ladder and hit the levers 
to get the gem to fall. You’ll be transport- 
ed to the second Jar, which you'll need 
to take back to the =e 
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Watch out for these Gargoyles. They’re 
not the bookends you think they are. 
They'll come to life the minute you get 
near them. 


Immortial Combat #1: 
The Gladiator 
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The trick to stonin’ this Roman is to 
Stay underneath the arc of the fireballs 
that come from his sword while shooting 
at him constantly. If he moves back- 
wards, move with him. 





ae Soper acheter you receive a 
password, you should reset the game and 
use your new password. You'll start off 
with 80,000 in gold and an entire arsenal 
of weaponry to choose from. At the shop 
that begins Level Two, make sure to buy 
Axes, Fireballs, and Power Potions. And 
always purchase an extra life. 
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At the beginning of World One, go 
right and press the stone in the wall. Now 
proceed to the left and kill the monster 
spitting rocks at you. Jump down and 
fire at the monsters to your left on the 
ledge. They will give up a gold key. Grab 


_ the key and proceed downward and to 


the right. 

You'll come across a door guarded 
by spikes, with an invincibility icon on the 
other side of the spikes. Let a thief grab 
the icon, then lure the thief toward you by 
dropping your gold key. When he gets 
Close enough, whack him and grab the 
icon SO you Can safely pass the spikes. 
Wait until your invincibility wears off then 
open the door. Another thief will appear 
and grab the unreachable key to your 
left. Pull the bait-and-switch on him and 
you'll have the treasure key, too. 





If you’re low on health and you have 
some lives left, you may want to fall on 
your sword at this point so you can use 
your brief invincibility to walk through 
these snakes. There’s another cauldron 
just off-screen. 
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You'll need to obtain three chalices to 
get through this level. The first chalice is to 
your right. The second chalice is under- 
neath the two trap doors in the middle of 
this level. The third chalice is all the way to 
the far right. When you get all three chal- 
ices, take them into the room where you 
found the last chalice and a key will be 
given to you. 
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If you have any invincibility this iS 
‘ the place to use it. Otherwise, you'll just 
have to shoot each statue and release 
~ the lever next to it to get to the bottom of 
this level. 





To find certain keys, you'll need the 
candle that you'll find somewhere to the 
left and above you. Walk all the way to 
the ladder at the left if you’re stumped 
and — Seu sa rel from the sky. 





lf you've got any lives or invinoibilty 
left, walk through these spikes to find a 
golden cross. Give it up at the chapel 
and you'll be rewarded generously. 


IMMORTAL COMBAT #2: 
THE ORAS 
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With enough spear power you should 


Sa skin this lizard in no time. Stay close to its 
sez} __ ody, but don’t actually touch it. 





When you shop at the beginning of Level 
Three, don’t bother with any more than 
an extra life, Fireballs, and Power 
Potions. You'll be able to grab a weapon 
as soon as the level begins. 





Here’s another shortcut: In World 
One of Level Three, go to the right until 
you reach the ladder. Go down the lad- 
der and continue right until you’re just 
slightly to the right of the lever. Kill all the 
monsters and proceed back up to your 
starting point. A key will drop. Take the 
key and go back down the ladder. Con- 
tinue right and pull the lever, activate the 
death’s head, proceed up the next lad- 
der, and go right. A stone will move 
above you and the hint, “Here’s a short- 
cut” will appear below you. Follow the 
ladder up and to the right. 
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All the goodies in this World’s trea- 
sure room are trapped in the ceiling. 


Shoot the blocks and they'll come rain- 


ing down. 





At the beginning of this level, follow 
the ladders upward and try to stop the 
thief from stealing the door gem. You'll 


need three door gems to make it to the — 


next level. The other gems are to the 
far right, and to the far lower-right of 
this world. 





f you make it up this tacitior with a 


full life bar, you'll be rewarded with a trea- 


sure key. 





Go to the right and climb down the 
ladder, killing all monsters along the way. 
Grab the jar and go back up the ladder. 








Pull the two levers to the right of the lad- 
der. One gives you an extra life. Now go 
back up the ladder. You'll find another jar 
to the right. You’ll need them both to get 
a key. 
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There’s an invincibility potion just 
above the door to the Minotaur. Use it 
before you go head-to-horns with him. 


IMMORTAL COMBAT #3: 
THE MINOTAUR 


This Bullish butthead is one huge 
pain in the rump roast. Time your attack 
with his movements. When he begins to 
back up, it means he’s going to jump. 


Password: FOXX 


At the beginning of Level Four, go on 
another shopping spree! Purchase Fire- 
balls, Power Potions and an extra life. 
You'll get all the weapons you need right 
at the beginning. 


Grab the bombs in this room and 
use them on the trap on the right. There’s 
a key behind that trap. 
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This hint hints at some danger. Don’t 
believe it. Jump down and you'll be 
spared a spiked death, | assure you. 


a - 


Pull all the switches in this room in 
the lower-right quadrant of World Two. 
Use the thief that appears to get the 
alchemist pot in the corner. 




















SWAT ProReview 


X-Men 
(by Sega) 





X-cellent graphics, X-plosive action, and X- 
treme challenge make this one of the truest 
comic-to-video game translations ever. The 
game features major heroes, villains, and 
locales from throughout the comic’s 15- 
year history. 

The large, smoothly moving sprites 
look exactly like animated versions of their 
latest comic book counterparts. Lavishly 
illustrated multi-scrolling backgrounds and 
straightforward game play make X-Men X- 
ceptional. Although there are three difficulty 
levels, at its highest level, X-Men is tougher 
than any action/adventure cart to date. 
Control 


Graphics Sound FunFactor Challenge 
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Action/adventure 
Two players 
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> by Willy Y. Pout 


In Zaladane’s Fortress, which is the first 
room after the jungle, the column to your 
left hides a Yellow X. Go behind it and 
jump to replenish your health. 


Shi’ar Empire 





Once you riseciver the three Xs behind 
the mesh wall, go left or right through the 
first doorway and jump down. You'll fall 
behind the walls on to a lower floor. Walk 
and jump up toward the three Xs and load 
up. You can hide behind the walls to 
replenish your health or mutant power bar, 
too, since enemies can’t touch you there. 
There’s a fourth X hidden in one of 
the three wall panels under the three Xs. 
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Excalibur’s Lighthouse 





From the starting point, go one floor 
down, and then left. After you enter the 
first doorway, jump straight up behind 
the column that separates the two door- 
ways. You'll find a Blue X. 





Now, take the elevator down one floor and 
go right and through the first doorway. 
Keep going night until you reach the first 
column. Jump straight up for a Yellow X. 


Two other Xs are accessible only with the 
goggles you find in the lower-left corner 
of the level. There’s a Blue X to the far 
right of the floor under the starting point. 
The second Is a Yellow X on the top floor 
above the right-most platform. 


SEE DEE ES 





You'll find the time-control device in the 
upper-nght corner of the Danger Room. 
Destroy it to get extra time to smash the 
power-up orbs. 


X-scaping Bosses 


Juggernaut 





The best way to avoid getting hurt in a 
fight is to avoid the fight. To stay clear of 
Juggernaut in The Savage Land, jump 
on to the branch where the second giant 
beehive hangs, then call Iceman to build 
a bndge to the next tree. Don’t fall down 
between the trees, or you’re sure to face 
Jughead. 





You can also elude Sabertooth. Just 
before you enter Excalibur’s Lighthouse, 
jump onto the platform and call Icy to 
form a bridge to the next platform. 





Instead of tiptoeing through the elevators 
at the giant waterfalls, you can get some 
help from a prehistoric friend. Climb to 
the very top of the first ledge after you 
defeat (or skip) Juggernaut, jump right 
onto the next platform and carefully 
move over to the right edge. A green 
Pterosaur will fly in from the left. Hitch a 
ride all the way across the falls by jump- 
ing onto its back. If you miss the 
Pterosaur, roam the area for awhile and 
repeat the process 

— he'll be back. 


Choose Gambit as your hero. Jump into 
the Danger Room computer and, as the 
screen fades, hold down Button A. The 
Savage Land flashes momentarily, then 
Gambit returns to the Danger Room. 
Repeat this procedure to reach Zal- 
adane’s Fortress, then let go of Button A 
to return to the Danger Room. 

Repeat this trick until you reach the 
beginning of Level Three, outside Excal- 
ibur’s Lighthouse. Play through this level 
until you reach the Lighthouse. When you 
enter and the screen fades to black, hold 
down Button A and you will return to the 
Danger Room. Before proceeding to Level 
Four, you can replenish all of Gambit’s 
power and choose your favorite X-Men 
superhero. This enables you to start Level 
Four with all your X-Men at full strength. 
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Level Select 


Insert a control pad into the Control 1 
port only. Then, press and hold Down, 
Button A, and Button C on your control 
pad while you turn on the system. Con- 
tinue to hold all the buttons, then also 
press and hold Start at the “Press Start” 
Screen until you reach the Difficulty 
Select Screen. Select any difficulty, then 
select a character. 

When you appear in the Danger 
room, proceed immediately to the right. 
Stand in the area corresponding to the 
level you want (see screen above), then 
jump down (press Down and then Button 
C on your control pad). 


Game Genie Codes 


Return Gambit to the Danger Room 
and skip the current stage when you 
press Button A: PZ1A-DAX0 


Enable Wolverine to walk straight off 
ledges when you hold down either Left 
or Right on your control pad: 
CBCT-CX46 


Give Nightcrawler unlimited mutant 
ability: BKWT-CA64 
Give Cyclops super-high jumps when 


you press Button C rapidly: 
CBNT-CA88 


Make Cyclops, Nightcrawler, and 
Gambit invincible (does not work in 
some stages and your health bar must 
be full): RBSA-AT6E 





SEGA Bu 


PRULIPS 


ce 
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Black Hole Assault is a robot beat-em-up of 
epic proportions. The metal-fist-in-your- 
faceplate action is a serious side-view 
slugfest. The gorgeous graphics and multi- 
player, multi-mode game options rank this 
CD a heavy hitter. 

if you think buying a Sega CD makes 
you some sort of sophisticated gamer, you 
need to get down and dirty with Black Hole 
Assault. This hard-hitting fighting game 
serves up a major slice of compact disk 
humble pie. Serious Sega robo-warriors will 
want to assault this CD. 

















Graphics Sound Control FunFactor Challenge 


Y) 
4.0 Intermediate 


Eight players 






Beat-em-up 












Having trouble assaulting the Black 
Hole? These codes can help. To use 
them, select Name Entry from the Main 
Game Menu. Pick a Name line and enter 
a code using the on-screen keyboard. 
Now, whenever the game prompts you 
for aname, select the code. 


MUTEKI: Invincibility 


BIGNET: Plug in Control Pad 2, hit Start, 


and all bad ‘bots are destroyed. 
AZY: Activate a hidden two-player 
“pong” game called Black Ball Assault. 


FOMA: Play all the cinema sequences. 


CAMs (Cybernetic Anthropomorphic 
Mechanisms) and Warbots possess 
undocumented combos. The combos 
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will surprise your foes during Tourna- 
ments and Exhibitions, but Cyquest’s 
and Orion’s moves also work during 
Operation BHA, the adventure level. 

In the moves to follow, the control 
pad is configured such that A is the 
Punch button and B is the Kick button, 
and it’s assumed that your character is 
facing right. You must press all the direc- 
tional buttons in one motion, then press 
Punch or Kick to bust the move. To pull a 
move from the left side just reverse the 
directional controls for each combo. 
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To pull an Uppercut, press Down, Down- 
Right, and Right, then press A. For a 
downward-striking Hammer Knuckle, 
press Right, Down-Right, Down, Down- 
Left, and hit A. 





To pack skuils, press Eph Dowke ast. 
and Down, then hit A. Heads up: This is 
an inside move. If you try it from too far 
out, you'll fire an energy blast. 


Orion: Uppercut & 
Elbow Smash 





when you press Down-Left, and Right, 
then hit A. For a brain-bashing Elbow 
omash, press Right, Down-Right, Down, 
and then hit A. 


Locust: Uppercut 






Low-riding Locust can surprise taller foes 
with his Uppercut. To execute, press 
Down, Down-Right, Right, and hit A. 


Urchin: Upper Claw & 
Jumping Hammer Claw 





Urchin’s Claw attack gets really nasty if 
you press Down, Down-Right, and Right, 





then press A to swing a jaw-breaking 
Upper Claw. His mean aerial move is the 
Jumping Hammer Claw. To launch into it, 
press Down-Left, Up-Right, and hit A. 
Ghostwalker: Uppercut & 
Rolling Kick 


7 7 





pressing Down-Right, Right, Up-Right, 
and hitting A. His Rolling Kick looks 
good, but it’s hard to execute. Press 
Down, Down-Left, Right, then press B. 


Thoraxe: Jumping Knee Kick 
& Hammer Knuckle 








Press Down, Down-Right, Right, and 
Up-Right, then hit B to jerk a nasty 
Jumping Knee Kick. However, the Ham- 
mer Knuckle is an awesome blow that 
works from long distance. Press Right, 
Down-Right, Down, and Down-Left, then 
press A. 
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Thug 501: Slap & Ankle Drop 
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Make Thug Slap by pressing Left, Right, 
and then hitting A. If you move toward 
your opponent as you try a Slap, some- 
times you toss a quick-hitting Punch and 
Retreat blow. The Ankle Drop is hard to 
master. Press Down-Left, Right, Down- 
Right, and Down, then hit B to kick. 


impervious to your energy blasts. First 
jump in and Knee Kick him, then quickly 
retreat before he belts you. When his 
energy bar is nearly depleted, he rises up 
and comes after you. He’s a tough cus- 
tomer. Use a steady barrage of Front Fly- 
Jump Kicks (press Up-Left or Up-Right 
and hit B) to beat him. 
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SUPER NES 


PHUliP 


Get ready for blast off! Star Fox will fly you 
into outer space combat like you’ve never 
seen before. This is the first SNES cart to 
be equipped with Nintendo’s Super FX 
(SFX) graphics chip. If this is any indication 
of things to come... WOW! 

This outer space shooter dazzles with 
eye-popping graphics, combining filled- 
polygon objects with bitmapped back- 
grounds. In a commendable piece of game 
design, each of the three difficulty levels 
takes you on a different path to your show- 
down with the big boss, Andross. In all, 
SNES fliers will have more than 20 mis- 
sions. Likewise, Star Fox’s sounds and 
controls are primo. In fact, the controls will 
likely be what earns your respect for the 
processing power of the SFX chip. Without 
a doubt, this is an all-star cart. 

Control 


Graphics Sound FunFactor Challenge 
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Adjustable 


Shoot-em-up/adventure 
One player 













F (Thanks to the Star Fox Team at Sand- 
wich Island Publishing for their usual 
Stellar strategies. For more great tips, 
see their book, Awesome Super Nintendo 


Secrets II.) 


Level One Path 


Bust Corneria’s Attack 
Carrier Boss 





It's quite simple to systematically blow 
the first boss out of the sky. Stay low 
when it appears and flies into the back- 
ground. As the Camier approaches, climb 
up. Shoot toward the right side of the 
Carmier as it opens and tries to launch 
ships at you. After you’ve destroyed the 
right side, shoot the left sections of the 
Carier as they unfold. When both its left 
and right sections are destroyed, the Car- 
rier will attack you head-on. To finish it, 
shoot the engine (the small red section on 
the front). 
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To batter the Asteroid Belt Boss, shoot the 
red objects on either side of it first. Once 
you've destroyed all the objects, a huge 
piece of the Crusher will fly toward you. 
Dodge to the far left or the far right to evade 
the catapulting piece, then shoot the spin- 
ning Crusher in the middle to blow it up. 





— inside the Andross Space Armada’s 
Core Base, you'll reach a boss (an Atomic 
Base). To destroy the base, shoot the 
three red objects rotating around its walls 
first, then fly up and down to avoid the 


electronic beams. If the wall is spinning 
left, stay on the left side of the screen. If 
the wall is spinning right, stay on the right 
side. After you’ve destroyed all three red 
objects, the Base opens up and shoots 
at you. Dodge its lasers and shoot at its 
middle to destroy it. 





This stage’s boss is a long-legged spidery 
robot named the Insector. To destroy it, 
take out its legs to knock it to the ground. 
The Insector will spin toward you, then 
spin into the background and stand up 
again. Shoot all of its legs again and they'll 
tum red. The Insector will then shoot 
streams of fire at you. Fly left or right to 
dodge tts fire, but continue to blast its red 
legs. When all the legs are gone, shoot 
the Insector’s body until it’s history. 





Phantron splits into three heads at the 
end of the first Venom stage. All three 
heads shoot missiles at you. The head 
that flashes when hit is the real Phantron. 
Keep firing at the flashing head to destroy 
the boss. 









Arrows on the walls in the second Venom 
Stage point to the left and to the nght. If 
the arrow points left, the wall will move to 
the left as you fly past it. So, if the arrow 
points to the left, fly to the nght of the 
wall and vice versa if an arrow points to 
the nght. If you shoot an arrow, it 
changes direction. 






SHIELD 


If you survive the tunnel, you'll enter 
Andross’s Chamber. Andross creates a 
giant face that spits rotating blocks at you. 
To discover Andross’s true form, you'll 
have to destroy both of this giant face's 
eyes. While the face is sucking in air, 
there's nothing you can do but wait (don’t 
worry, you won't get inhaled). When the 
face breathes out, it fires blocks at you. 
Dodge the blocks and quickly start shoot- 
ing the face’s eyes before he inhales again. 
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After you’ve destroyed both eyes on the 
face, it blows up to reveal a rotating cube. 
This is the real Andross! Blast him with 
Nova Bombs and laser beams. If the face 
reappears, you'll have to destroy it again 
before you can continue attacking Andross. 
lf you destroy Andross, you win! 


Level Two Path 











After you pass the Crab Tank and the 
two laser cannons near the center of 
Planet Titania, you'll reach three doors. 
There's nothing behind the left door, a 
Twin Blaster behind the middle door, 

and a Weather Control Unit behind the 
right door. 

If you go through the left or middie 
doors, the game loops you back to the 
Crab Tank and in front of the three doors 
again. If you go through the nght door 
and grab the Weather Control Unit, you'll 
enter the second half of the stage. Your 
best bet is to go through the middle door 
once or twice to power up your lasers, 
then move on through the night door. 





The Planet Titania’s boss is Professor 
Hanger. When the Enemy Shield Bar 
appears in the upper right-hand comer of 
the screen, Professor Hanger attacks. The 
Hanger attacks by firing two super-fast 
missiles at you. Fly to the far left or the far 
right when the missiles are fired, then fly 
to the middle of the screen and shoot the 
Hanger. If your Twin Blaster is powered 
up, you'll destroy this boss quickly. 


Be 


Don’t Be Blue 





Shoot the orange Atomic Rays at the 
beginning of Sector Y to tum them 
blue which keeps them from attacking 
your ship. 


A Whale of a Surprise 
aes 1) 











When you encounter the Space Whale 
at the end of Sector Y, shoot at it until it 


drops an Energy Ring, a Twin Blaster, 
and tons of Nova Bombs! 


The Plasma Hydra Boss 


Era 
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After the Whale swims offscreen in Sec- 
tor Y, the Plasma Hydra Boss attacks. To 
destroy it, shoot the Hydra’s hands first. 
When the hands are gone it becomes 
vulnerable, so quickly shoot its body. The 
hands will regenerate, so you'll need to 
destroy them several times until the arms 
also disappear. When the arms are gone, 
shoot the body until the Hydra blows up. 








It ain't easy when the Galactic Rider 
comes into view. Stay to the right side 

of the screen and wait for the Rider to 
move away from you. Shoot it as it 
opens to release two Air Bikes. Destroy 
the Bikes and the Rider will slow down 
and try to ram into you. 

Next, stay to the nght side of the 
screen and wait for the Rider to move. 
Then, hit the Retros and fly to the left 
side of the screen. Wait for the Rider to 
move again, and fly back to the right. 
The Rider will move away and shoot 
more Bikes at you. Repeat this procedure 
until the Riders done for. Then move on 
to enter Andross’s Base. 
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Level Three Path 








SHIELD 
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The end of this stage is guarded by a 
massive tank called the Destructor. It 
attacks you by simultaneously firing its 
cannons and sending three spinning 
shields careening toward you. Destroy 
the spinning shields by first shooting at 
the shield that’s titted toward you. When 
all three shields are gone, shoot the 
Destructor’s cannons. 


i / 
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4 SHARE IT OFM SO 
Wait for the Blade Barer Boss to stop 
spinning, then shoot the missiles to un- 
cover parts of the Barer. Don’t shoot the 
Bamer itself, or your lasers will bounce 
back and hit your ship. When the Barrer 
begins to spin again, it’ll try to hit you 
with a tractor beam. To escape its beam, 
barrel roll four times. You must destroy all 
six parts of the Barrier to blow it up, then 
fly to the far left or to the far right side of 
the screen to avoid its blade. 






oo 
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The Monarch Dodra is about the tough- 
est boss in the game. Shoot the Dodra’s 
heads and tails to shorten it, then shoot 
the body when it begins to flash. When 
the Dodra walks or jumps toward your 
ship, brake and fly to the far left or to the 
far nght of the screen until it moves away. 
When the Dodra is almost out of eneray, 
it shoots fireballs at you. 














You can choose one of two routes 

when you reach the enemy ship. If you 
fly straight into the ship, you can grab a 
Nova Bomb, but you'll have to dodge the 
ship's rotating bariers. If you fly to the far 
left of the screen, you avoid the barriers, 
but you'll miss the Nova Bomb. 








To put an end to Atomic Base II, shoot 
the three red objects that rotate around 
the walls to disable them, but continue to 
fly up and down to avoid the Base’s 
electric beams. If the wall is spinning left, 
stay on the left side of the screen. If the 
wall is spinning right, stay on the right 
side of the screen. 

After you've disabled all three objects, 
the Base opens and shoots at you. Dodge 
the lasers and shoot at the Base’s middle. 
lf the Base closes up, you'll have to disable 
the rotating objects again to reopen it. 





— Planet 
__ Macbeth, 
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Stop the Spinning Core 
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To destroy the Core, shoot the four blink- 
ing pieces first. Avoid the lasers and shoot 
the missiles that the Core launches at you. 
After you've destroyed all four pieces, the 
Core transforms into a spinning top and 
four balls start to circle around tt. 

As the Core gets closer to you, fly to 
the far left and to the far right to avoid 
the four balls. As the Core moves away, 
fly back to the middle. Now, shoot the 
Core’s base to damage it. When the Core 
is almost destroyed, the balls will disap- 
pear and it will begin to continuously fire 
lasers. Use your barrel roll to finish it off 
with a few more shots. 
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To reach the Awesome Black Hole, choose 
the Level 1 Path. About halfway through 
Stage 2: The Asteroid Belt, you'll come 
upon five rotating asteroids with an orange 
asteroid in the center. Shoot the orange 
asteroid and fly through the space it leaves 
behind. The easiest way to do this is to fly 
up next to the asteroid and shoot it at the 
last second. 

After you pass through the first set 
of asteroids, you'll encounter a second 
and third set. Repeat the procedure. After 
you've flown through the third gap, a 
laughing asteroid will appear ahead of 
you. Fly into the asteroid, and you'll be 
pulled into the Black Hole. 


, a a 
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For another asteroid detour, journey to 
Stage 2: The Asteroid Belt in the Level 3 
Path. About 30 seconds into the stage, 
you'll encounter two huge asteroids with 
craters on their surfaces, first on the left, 
then on the nght. Shoot the asteroid on 
the right (you may need to use several 
Nova Bombs) and it will explode. A giant 
bird will appear. Fly into the bird, and 
you'll be sent to a strange stage called 
Out of This Dimension. 
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The Dark Knight is back, and on the SNES 
he’s Bat-ter than ever. This side-scrolling 
action cart offers spectacular graphics, 
mesmerizing sound and superior game 
play. The story comes straight from the 
movie, with Bat, Cat, Penguin, and assorted 
villains delivering the action! Batman 
Returns is a keeper - a game whose 
absence will render your SNES library 
incomplete. 





Use the Cape Sweep move only in 
extreme situations (like whenever the 


Skeleton Bikers gang up on you). 
Graphics Sound Control  FunFactor Challenge 





eves. ADJ. Avoid the bottom part of the screen. Don’t waste your time jumping and 
Rocket Clowns are likely to pop up there — shooting all the Stilt Men. Just walk care- 


sinse many stages of the game. fully under the fiery batons they throw, 


7 One player which fall in a timed pattern. 
ion 
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Try to lure clowns into the dynamite that 
they throw. If you’re lucky, they'll blow 
themselves up. Don’t jump kick or punch 
clowns while they’re holding the dyna- 
mite, because it will blow up and harm 
you both. 





To minimize the damage you take while 
you're on the escalator, shoot the clowns 
as soon as you see their legs dangling off 
the side of the escalator. 





To escape this disco inferno, continually 

fire the grappling hook and swing across 
the fire traps. Don’t let up, though, or it’s 

Bat-kebobs for sure. 


The scaffolding in Level 3-1 is €breeze. 
Hit Fat Clowns as soon as they falkhand 
hit Thin Clowns when they somersatlt 
onto your scaffold. 





There’s a Test Tube just below the roof at 
the beginning of Level 3-2. There’s 
another on the second story of the build- 
ing just before Catwoman. Use these 
explosive Tubes to weaken Catwoman’s 
defenses. 





It's a regular punch-and-judo show in 
this abandoned building in Stage 4-1. 
Use the wall-slamming technique often 
here. At the end you'll see La Femme 
Nikitty again. Use jump kicks on her this 
time, and maybe she'll go away...not! 
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The er awaits you next (there's no 
rest for thé Wicked) andihe’s one fowl cus- 
tomer. Avot his explodifig umbrellas, and 
jump up to Batarang him into submission. 
When he flies across the screen press L 
or R to defend yourself, then clobber him 
some more when he’s behind you. 





Just before the Campaign Van bites the 
dust in the driving level, it WArOws a bar 
rage of missiles. Weave fron¥$ide to side 
to avoid damage. 





if Level G1, the Skeleton Bikers throw Mm 
bémbs gfte the train. Thes¢sbombs = 
explode miueh faster thalithe dynamite =~ 

bombs from previous stages. try.dellead 


enemies into theibombs, but be careful ee 


not to get singed yourself. 


Eh Nes 


In Leve 

trestle do most of the work. It moves in a 
timed pattern, so you can avoid it while 
letting it sweep your opponents off the 
train. 





_ = - 
Now it’s off to the zoo, where the chilly 
temperatures are offset by the heat from 
the penguins’ guided missiles. When the 
penguins shiver, it’s not from the cold. It 
means they're ready to launch their mis- 


siles. Hang out in the lower left-hand cor- 


ner to avoid damage. 
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toy. To cook this Duck’s goose, patiently 
Batarang its body while avoiding the 
missiles its passengers will expend. 

Try to remain behind the Duck while 
you attack. 





| ae ee 
Stay tuned, Bat Heads. Read the August issue 
of GamePro to see Batman Returns’ special 
endings in Gamebusters! 
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SPECIAL OFFER 


\f/ YES! Enter my one-year subscription to S.W.A.T.Pro (6 issues, 
at the incredibly low price of $17.97. I'll save 40% off the 
annual newsstand rate! 





City State Zip 


LJ LJ 


Send foreign and Canadian orders prepaid in U.S. funds, with $10/year additional postage. 
Annual newsstand rate: $29.70. Please allow 6-8 weeks for delivery of your first issue. 
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SWAT ProReview 
DuckTales 2 


(by Capcom) 


Skinflint Scrooge McDuck is back in a 
DuckTales sequel for the NES, and if it’s 
more of the same you want, this action cart 
by Capcom delivers. Scrooge hops, skips, 
and pogos his way through five good-look- 
ing, side-view levels around the world. The 
game play is simplistic, satisfying, and 
familiar. The graphics ruffle your 8-bit 
feathers, and the music’s upbeat. Scrooge 
gets a new pulley move for his cane, but 
otherwise the action and cast of characters 
are old hat. This cart’s a bit too short, but 
it’s fun while it lasts! 


FunFactor Challenge 
We 


0 Adjustable 
One player 
Limited continues 









$ x #6 oie - 
Pet Fe 
After you meet your first nephew, walk 


through the waterfall. You'll find two 
small chests and a 1-up! 


Don’t Get Spiked 





‘ 


x 


. 


~. 
# éav = 


Tap the B Button in a slow, steady 
rhythm to pogo through spike-lined pas- 
sages. If you press the button too fast, 
you're Scrooged! 
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Rafts R Us 


Swing your golf club against the sides of 
walls to propeKthe rafts down the river. 
Practice bouncing. off the raft and onto - 
ledges — you'll need to use this triek fo 
find treasures. »>~ 


——_ 


‘\ 
_Map-Maker, Map-Maker 
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PEPER TE LES 





After you climb down the first vine, 
unblock the hidden passage with a jump | 
swing. Grab the piece of the map, then 
wait for Bubba to rescue you. 


Douse the Fire Demon 


= 305000 
HP ose 
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Fiat Kat Maat hint’ tent’ Yeonat Raat os 
ed Cod ted Got tod tee ody 
To put out the Fire Demon’s flames, run 
underneath his scorching fireballs, tren 
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your cane. 








Grabthe end of a cannan with your 
cane, then pull to fire. This¥s a great way 
to knock down walls. 
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You can also use your cane to operate 
the conveyor belts. This will put chests 
within easy reach. 


Another Piece of the Map 





After the rafting section of Bermuda, pro- 
ceed right and climb the vine. Walk right 
through the wall and open the first big 
chest. Then, springboard off the two little 
chests to reach the second big chest, 
which contains a map piece. 





Break it Down 

5 a es 
f? 2F35000 

SS 


To get through blocked-off passages, 
you must use your jump-swing tech- 
nique. Push against the wall until your tail 
waggles, then leap.and swing at the top 
of your jump. 


Pulverize the Pirate 














When you reach the end of Bermuda, 
clamber up the rungs, and always try to 
stay above the Pirate,” Then pogo him 
three times. 








Jump, don’t pogo, to get across the 
quicksand. Press the A Button lightly and 
rapidly. When you reach the entrance of 
the pyramid, watch out for a pit just 
before a big chest. 
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Latch onto the ceiling tiles with your cane 
to pull them down and reveal new pas- 
sages in the pyramid. 





Pogo on the blocks with down arrows to 
activate the disappearing blocks. Leap 
on them quickly before they vanish. 


— a » 
& 212000 t t 
= 0 
HP #esee . 
——— a J] 
tee @ Te 7 
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Pull the mirror into the sunlight to reveal a 
hidden path that leads to,the fabled trea- 
sure of the pyramid. 





Watch forthe Pharaoh’s head to begin to 
surface from the depths of the quick- 
sand, then nail him with your pogo move. 
Stand on the solid platforms while you 
wait for the Pharaoh to stop flashing. 
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MASTERING 
MU 


Flower Power 





Pull this strange- cchiies flower to aunch 
yourself over a vast chasm. You'll land in 
an area with tons of treasure and a 1-up. 
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Mu’s Knight Boss uses the long arm of the 
law...his law. Duck his arm missiles, then bat 
the falling boulders at him. Pogo his crum- 
pled body when the rocks bring him down. 


oLIPCING 
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sCOTLAND 


3 1to0G 
HP seen 


' 
4 i ‘ 


” 

* 
r] 

‘ 

¥ 

* 
4 

+ 
4 

* 
‘ 
7 
—-_ 
* 
’ 
~ 
« 

- 
* 


=(2=2=a= 


Pt a mai 2 
SPESte AFL 


Bounce off events: dusts like this one 
to reach high platforms and new levels. 
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that points up. Walk to the right and 
through the wall, then bounce on the bats 
to cross the first pit. Fall down the second 
pit, and you'll find a piece of the map. 


POWER 
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You'll have to move fast to avoid getting 
dumped off this platform. Pago off the 
platform to start it moving, scamper 
across the ledge, then jump back on 
before it’s out of reach. 


mene > 2. Snail var eo 
Fr AAMAAAAAMADAAALAAAAAAA DATES 
Stand your ground when you see the 
twin images of the Sorcerer Ignore the 
Sorcerer's illusionary imagé and focus on 
the apparition that casts Spells. Leap 
over his fire bolts andtornadoes and 
pogo him on.the-héad. 
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Climb the chain when you reach the afrow 





After Webby'is kidnapped, you’llboard “™® 
the Pirate Ship and encounter Flintheart 
Glorftgagd in his D-1000 suit. Stay back 

when he tries to kick you, then move in 

and bounce hifs on the head. 


YOURSELF 











Gyro to a the Power Adaptor This 


enables you te pull heavy objects. 





Climb to the top mast of the ship in 
Bermuda and you'll receive the Hammer 
Adaptor, which enables you to break 
heavy objects with your golf club. 
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In order to get the best ending in Duck- 

Tales 2, yOu must find all six pieces of the 

Weegee Cette Cpt rit 7 map. You'll fitd one piece in each area, 

a ie : and one is sold at the Duckburg store. 
Piece togethef the entire map to uncover 

~ secret level, where you'll find the Lost 
Treasure of McDuck! 














\ After you meet oe in ‘Niapara. drop 
\down the vine and take thelraft to the 
left. Gyro will give you the Ifon Adaptor, _ 
‘. which enables you té break heavy 
objects with your pogo Move. 
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45) 
| Purchase as many R. — = 
\ Stars as possible in 2 | 
jm \ Duckburg’s store. ak 
“Each one in- ? 
credSes- your ole} ws E nS ef » HX 
maximum 9 | , 
number 
of hit 
points! 
Chests are also wise investments, 
d because they hold all the money you 
earn in a stage, even if you die. 
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Cool moves! 
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“THIS IS ONE OF THE BEST 





: SEGA CARTS WE'VE SEEN 
Ma _ THIS YEAR! IT’S GOTIT ALL- 





C= Wipe out sound efectst ~=Ss«EWE-POPPING GRAPHICS, 
PUMPING MUSIC AND 
BO. ist EDGE-OF-YOUR-SEAT GAME- 
if PLAY. COOLSPOT REALLY 
QUENCHES THE THIRST 
FOR FUN AND WHITE- 


KNUCKLE ACTION!” 


SEGA VISIONS 
MAGAZINE 





Action you can sink your teeth into! 


Fup 


OFFICIAL 
LICENSED BY SEGA ENTERPRISES LTD. FOR 
PLAY ON THE SEGA™ GENESIS™ SYSTEM. 
©1993 Virgin Games, Inc. All rights reserved. Virgin is a —_— =... 9 
registered trademark of Virgin Enterprises, LTD. ©Seven-Up, “3 SEAL OF 
7UP and SPOT character are trademarks identifying products QUALITY 


of The Seven-Up Company, Dallas, TX 1993. 
SEGA AND GENESIS ARE TRADEMARKS OF SEGA ENTERPRISES LTD. 
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Although they may look mysterious and 
formidable, the wizards are very poor 
shots. Don’t worry if they’re behind you, 


but avoid their horizontal-only shots. 
Recommended Armor: Water 


The flamethrowers in the ground have 
limited range. Skirt above them, or take 


them out if you have the opportunity. 





To get the most power-ups and crystals, 


To get a good shot at the worm’s head, 
wipe out all attack boats. 


move in the direction opposite of the way 


the worm is spinning. 
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Lavadara (Voicana Zone) 


vs 4 
a Sy mie 


Hear that distant rumbling? It’s good news 

for shooter fanatics everywhere - the long- 
awaited sequel to Gates of Thunder. Lords 
has enough shooting action to satisfy even 
the pickiest space jockeys, surpassing 


even its predecessor. The graphics are fan- 
tastic, with sharp character sprites and 


multi-scrolling backgrounds that are drop- 
dead beautiful. As for the music, it Lords 
over the best rock soundtracks out there 


(even on CD-ROMs)! 
Lords of Thunder deserves thunderous 
applause. 





Stay in the front portion of the screen 
and blast straight ahead. Follow the cur- 
rent to make your way through the inde- 


Structible falling stalactites. 


Sound Control FunFactor Challenge 


The fire-breathing dragons have 
extremely limited range. Fly at ground 
level and take them out from the other 


side of the screen. 


Graphics 


Pee ik: 
able 





Action/arcade shooter 
September 1993 


$49.95 
One player 
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Dezant (Deser T | Land) 





Don’t touch the dragon even after he’s 
been destroyed. His spikes and skin can 
still harm you. 





Concentrate on destroying the big spike 
at the bottom of the well. This item yields 
the most power-ups and crystals. 





Avoid the fireball- shoot eran attack 
by running along the ground and shoot- 
ing at its stem. 





The only way to defeat this enemy with 
the rotating fireball sphere is to keep it at 
bay with a steady horizontal stream of 


shots. Don’t waver in your position, 
because your shots must pass through 
the gaps as the fireballs spin around it. 





Recommended Armor: Earth 


Ciodant _ Land) 





The chain-wielding warriors don’t throw 
their chains for the first few moments. 
Afterwards, they home in on you, but 


Suit Yourself 

There are four suits of armor to wear 
into battle. Each suit is capable of flight, 
has its own weaponry, and features a 
super mystic power. Although the suits 
are named after the elements, their 
names do not necessarily match the 





Earth Armor: Its bombs carry twice the punch 
of its lasers. Good for ground-based targets. 





Fire Araier: Sold overall coverage af names 
from below and above. 
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they have a limited range, and they move 
in only one direction. Dodge them and 
take them out only if the coast is clear. 


£y¢ ee 


he vhs a iil ata” fa 
(ithe A is 
To survive, you have to shoot both of the 
passengers and the flying turtle. Without 





its passengers, the turtle turns into a 
deadly homing missile. 


Recommended Armor: Water 





lands they are most likely to battle with 
(i.e. the Water Armor doesn’t match 
Aqual). Each suit’s capabilities can be 
upgraded with mystic powers. Test 

each suit of armor to learn its strengths | 
and weaknesses. Here are the four suits 
in their basic weapons configuration: 








Wind Armor: Good coverage of enemies com- 


ing directly at you. Lightning rods provide a 
constant defensive line. 





Water Armor: Solid overall coverage of ene- 
mies in your immediate vicinity. 
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SWAT ProReview 


Kirby’s Dream Land 


(by Nintendo) 


He walks, he flies, he inflates, he vacuums 
up bad guys and blows out Air Pellets. He’s 
Kirby, star of the charming Game Boy 
action/adventure game that took Japan by 
storm. Cruising through five levels of 
Dream Land, Kirby side-scrolls his way 
past imaginative backgrounds and through 
clever mazes to defeat the gluttonous King 
Dedede. Fresh surprises are around every 
corner in one of Nintendo’s most imagina- 
tive hand-held creations. 





Graphics Sound Control  FunFactor Challenge 


INT. 


Intermediate 





$19.99 
Action/adventure 


One player 
Continues 
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The only way to get th 
(and restored vitality) near the end of Stage 
1 is to blast your way through the wall. 






Boppin’ with the Boss 
12) 





ema eueae nN a a ce tg eo 
When you reach the Tree Boss in Stage 
1, suck in apples and blow them out at 
oncoming apples. This opens free space 
so you can blast the Tree’s nose without 
getting hit yourself. Be sure to pick up 
the Sparkling Stars to use later. 





In the second part of Stage 3, head for 
the upper-right corner of the maze. You'll 
find a secret chamber with a 1-up inside. 
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e Bag of Magic Food 








Kaboola dashes to the left side of the 
screen every 12 seconds. You can 
dodge her charge by rushing to either the 
upper or lower right-hand corner. 


Ways Through the Maze 






: A 


{i 


While floating through the cloudy maze 
midway through Stage 4, look for a 
Starfish-filled pond. Go to the dead end at 
the left, press Up, and you'll enter a secret 
bonus stage sprinkled with power-ups. 


How to Crack-Up Kracko 












‘faa wn Sad ek ie a a al 


Beat Kracko at the end of St 
hoovering up his henchmen and blasting 
them back at their Boss. 


Continue Kirby’s Derby 

Once you've beaten this game, there’s a 
difficult bonus game you can play. Wait 
until the title screen appears, then simulta- 
neously press Up, Select, and Button A. 


e 
LICENSED BY 





You've got to 
be fast to last. 


In Street Fighter II Turbo, slow doesn't go. Because extensive 
training has not only made the 8 fighters and 4 grand masters 
faster and stronger. Its stven them a whole new arsenal of 
kicks, punches and special moves. Get revved for 78 possible 
matches, where if : ) Tei? = GEESE 
youre not fast, 

youll never know 
what hit you. 








Sea? £ Bee . a bs , « = 
Ryu must blow out Chun Li's Dhalsim executes his Yoga In Las Vegas, tonight's fight 
new fireball move with bis new Teleport to avoid getting burned __ is Blanka’s new vertical ball 
mid-air hurricane kick. by M. Bison’s psycho crusher. versus Vega’s claw. 


©1993 CAPCOM USA, Inc. Street Fighter Il Turbo is a trademark of CAPCOM USA, Inc. CAPCOM is a registered trademark of CAPCOM, Ltd. 
Nintendo, Super Nintendo, Nintendo Entertainment System are registered trademarks of Nintendo of America, Inc. 








It’s got everything it takes to make a suc- 
cessful hand-held: fast-paced game play, 
crisp graphics, and enough challenge to 
ensure you won't finish the game with just 
one set of batteries. With seven zones of rip- 
roarin’ multi-scrolling action and adventure, 
you’re gonna want to hold hands with your 
Game Gear for a good long time. 





FunFactor Challenge 


Graphics Sound Control 


© 82) © wv 
5.0 aT as . SEs a 5.0 Advanced 
$39.99 One player 
Action/adventure Continues 
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Fortunately, there’s a zone 
select code for this tough version of 
Sonic 2. You'll find it in the new Code 
Central in this issue of SWATPro. 


The old 1-up-loop trick works extremely 
well in Sonic 2 for the Game Gear. In 
almost every zone of the game, you'll 
find several hidden 1-ups. Locate the 1- 


ups, collect them, die, and you'll return to 


the beginning of the zone. Repeat this 
procedure until you’ve built up as many 
lives as you want. You'll have more lives 
than the nine it shows on-screen. 





All you have to do to defeat this boss is 
leap over the boulders that come bounc- 
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ing toward you from the left. Don’t forget 
you can richochet off the side of the 
screen to the right. Each boulder you 
dodge hits the boss, and eventually 
destroys him. 


Pate a2) Sati, 


Wait for the birds to fall from the sky. 
Then, jump on each bird to destroy it. 
Once you've destroyed the birds, Sonic 
falls to a different cloud. Once you’ve 
cracked the four eggs there, a giant bird’s 
head appears. To clip the big bird’s wings, 
jump and bounce on its head while dodg- 
ing the fire it spits from its mouth. 





This one’s not too tough. All you have to 
do is wait for the giant bubble to appear 
on the seal’s nose. When the bubble is 
about half inflated, jump and pop tt. 
Repeat until the seal’s done for. 





When this boss turns into a pig, bounce 
and hit him several times. When he turns 


into a ball, jump over him or duck under 
him as he rolls across the screen. 


Jump over this high-altitude boss as it 
charges towards you. Dodge the rocks 
that fall from the ceiling. When the boss 
hits the wall, his spikes retract. You can 
bounce on it once while the spikes 

are retracted. 





All you ave to do to rif this boss IS 
keep jumping and hitting him when he’s 
not bunched up in a ball. 





When you reach this boss area, move 
right and leap into the tube. When you 
pop out of the tube, leap to the right and 
hit Robotnik, who’s sitting on the right- 
hand side of the screen. Then, escape 
into the tube and hold Right or Left on 
your control pad to continually orbit the 
screen. You're invincible while you’re in 
the tube. Wait for the fireballs and light- 
ning bolts to disappear, then push Down 
on your control pad to escape the tube. 
Bounce on Robotnik again, and then 
return to the tube. Repeat this procedure 
until you beat the game! 


Find the Chaos Emeralds 


Chaos Emerald #1 





The first Chaos Emerald is in the second 
Underground Zone. To find it, stay on the 
top level of the zone, and head all the way 
to the upper right-hand corner. To reach 
the Exit, drop off the ledge on your left 
while holding Right on your control pad. 





You'll find the second Emerald in the 
second Sky High Zone. Use the first 
hang glider to fly all the way to the right 
of the zone. The Emerald is in the upper 
right-hand corner of the zone, above the 
clouds. The Exit is to the right of that. 


ae Emerald #3 





The third Chaos Emerald is in Aqua Lake, 
Zone 2. Ride the two bubbles to the top 
area of the zone, then head to the right to 
a speed tube. While you’re in the tube, 
head left to reach the Emerald. 
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To find the feasth Chass Byieratll in ie 
second Green Hill Zone, bounce right until 
you reach a platform with two springs on 
it. Use the right spring to bounce to anoth- 
er platform with two springs. Bounce off 
the right spring on this platform to reach a 
ledge with the Chaos Emerald. Head to 
the nght to find the Exit. 


nee Emerald #5: 





To reach the Chaos Emerald in the sec- 
ond Gimmick Mountain Zone, take the 
long slope that leads up and to the right. 
At the top of the slope, jump left to go 
through a wall. Head left until you reach a 
spring. Bounce off the spring to reach 
the spinning wheels. Continue to the top 
of the zone, then go all the way to the 
right to reach the Emerald. 


Chaos Emerald #6: 

To collect the final Emerald, you must 
destroy the Scrambled Egg boss as 
described above. You'll get the final 
Chaos Emerald as a bonus. 








“THE WILDEST, GORIEST FOOTBALL GAME 
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Choose from over 


50 plays, from 
Deathbone to 


Blitzkrieg, or call 


a nasty audible 


when the game is 


on the line. 
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EVER! IF THE TACKLES DON’T KNOCK YOU TO PIECES THE LAND MINES WILL!” - EGM 





Looks like Mo and 
Spew Puke shoved 
another poor sap into 
a flaming pit. Choose 
your nightmare: blood- 
crazed Troll lineman or 
hellfire pits. 
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“FROM BRIBING THE REF TO SIDESTEPPING FIRE PITS, THIS IS ONE OF THE FUNNIEST, MOST OUTRAGEOUS GAMES EVER!” - GAMEPRO 


MUTANT LEAGUE FOOTBALL 


GET MUTANT LEAGUE FOOTBALL FOR YOUR GENESIS. JUST CALL 


800-245-4525 ANYTIME OR STOP BY YOUR LOCAL RETAILER. 








Actual screens from Sega Genesis version. Mutant League ™ Football is a trade- 


mark of Electronic Arts. Sega and Genesis are trademarks of Sega Enterprise Ltd. 





ELECTRONIC ARTS®* 


‘i a 








95¢ for the first minute, 75¢ 
for each additional minute. 
If you are under 18, be sure to 
get your parents’ permission 
before calling. Hotline requires 
touch-tone telephone. Messages 


subject to change without notice. 





By Scary Larry 


Rwy Fy They’re Looney, they’re 

“7” Toony, and they’re up to their 
old hijinks on the SNES. That's right, 
kids, the Tiny Toons are playing their own 
brand of havoc with SNES gamers. 

Last issue we showed you a stage- 
by-stage ProTip guide to help you whiz 
through the game. This issue, we’ve 
busted the game wide open, and 
brought you the ending. 
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4) Non-scoring games that you win by “finishing” 
require the same proof as scoring games. 
“Finish” scores will only appear once in our mag- 
azine’s Pro Scores. 

Please mail in your super score proof, and 
print on a piece of paper your name, address, 
phone number, name of game, game system, 
score achieved, and mail to: 


GAMEPRO Magazine 
ProScores 


and submit your score on video tape. (Photos 
and tapes cannot be returned.) 


The following rules apply: 


1) Players must play the game continuously. For 
example, finding a safe corner, setting your joy- 
Stick on auto fire to rack up points, and going on 
vacation is a no-no. Scores achieved through 
these kinds of tricks, or scores which are impossi- 
ble to achieve in normal play, will be disqualified. 
2) Secret power-ups are allowed. 


3) Slow motion is discouraged, but will be 
allowed on certain games where our panel of 


Challenge the ProScores! 


| When you achieve your best score on any Nintendo, 
SNES, Sega, Genesis, TurboGrafx-16, Game Boy, or 

| Lynx game, you may submit your score by sending 

| Usa photo of the screen. If you have the highest 
score, your name will appear in our next issue of 
SWAT. Also, in each issue of SWAT a drawing will be 
held from all high scorer’s entries, one in each area. 
The winners will receive a T-shirt. 

oe For best photo results, turn out the lights in 
| the room, use a 35mm camera, a flash, and 
_| stand at least three to four feet from the screen. 


P.O. Box 5828 
San Mateo, CA 94402 


| You can also use a video recorder/camcorder 






















judges feel slo-mo is necessary. 

















A ae NMIVTENDO - 
> ** | Game Player Score Game Player score Game Player score | a 
i a ea Mighty BombJack = The Game Freak 13,008,920 | 
720 Degrees Conrad D. Cheslock 365,400 Duck Hunt Dwayne Julius 4,516,800 — Millipede Stephen Krogman 663,339 | 3 
i 71 1942 Jason Wu 138,400 Duck Tales Jeff Adkins 30,962,00 Monster Party Nicholas Rohrbaugh 209,800 
f 4 1943 Donald E. Vasquez 2,621,400 Fist of the Northstar Jake McKee 1,581,400 = Ms. Pac Man Mark Carlston 228,150 
*. 4 Abadox Jason Turka 377,790 Flying Dragon Bobby Miller 77,748 ~=NARC Darrin Blazak 1,236,000 
A Boy and His Blob Jason Turka 157,015 Galaga Michael Valenzuela 999,300 Operation Wolf Chris Spencer 1,172,800 
| Addams Family Stephen Krogman 1,034,200 Gauntlet Paul M. Davis 3,999 Pac-Man Joel Eades 341,320 
: Adventure Island Steve Pavlina 613,320 Gauntlet || Danny Cincone 5,270 — Palamedes Stephen Krogman 719,900 a 
| Alien Syndrome Jason Bleistein 204,500 Godzilla Paulo Wageck 10,256,680 Paperboy Glenn Stockwell 191,300 | > % 
Alpha Mission Michael Suggs 425,000 _— Golf Stephen Dent 18 under par _— Pinball Melissa Finch 947,720 td *s 
Arkanoid Stephen Krogman 999,990 — Gradius Scott Lindsey 3,652,000 —_—Pinbot Mike Camber 47,297,990 [iar 
| Bad Dudes Danny Cincone 260,600 Gyromite Steve Menton 727,240 Pipe Dream Dan Schillinger 1,986,650 | § = 
Balloon Fight Tony Shiviey 991,250 Hogan's Alley Steven Faust 983,500 Popeye Peter Boardry 74,060 an) 
:. } Bartvs.the World — Jeff Adkins 172,000 Hollywood Squares Ed Cavenaugh 20,450 ~—~P.O.W. Peter Boadry 366,400 | 
= _ } Battletoads Chris Mamitag 999,999 Hone Alone Robert Kaziner 133,170 Punch-Out Ricardo Savile Finished a 
Caw, Bayou Billy Peter Boady Finished —_Ice Climber Steven Faust 428,980 — R.C. Pro Am Ricardo Rodrigues 323,393 a 
eae Danny Cincone Finished — Iron Tank Ed Van-Tilburg 1,180,900 Rad Racer Glenn Stockwell 61,296 me 2 
oo Black Bass Fishing Darren Wilkes 25.5 lbs. Jackal Cory Lewis 999,670 Rampage Stephen Krogman 42,999,963 | =. 
es Bowling Cary Bell 240 pts John Elway’s Nicholas Malandrakis 109-0 Renegade Robert Kazimer 281,200 fae 
ae Bubble Bobble Gerard Agbulos 2,071,390 Quarterback Roadblasters Shawn McTaggart 993,727 fa. 
Bugs Bunny Misty Kazimer 174,900 Joust Tony Grouzis 124,880 RoboCop Mark Buchholz 277,340 fe ‘! 
: a -| Bump ’n Jump Greg Shill 126,840 Karate Champ Adam Albert 999,900 Robo Warrior Stephen Drogman 9,999,900 | a s 
up CaliforniaGames/ Matt McGrath 24,445 Karate Kid Peter Boadry 557,200 — Rock’n’ Ball R. Wayne Nitta 99,252,030 p= be 
a Half Pipe Kickle Cubicle Stephen Krogman 11,111,100 Rollerball Fred Stallis 9,809,230 
>) 1 Chiller Alex Childress 1,307,100 Kid Icarus Mason Sheffield 9,999,999  Rollergames Peter Boardry 64,500 
=e Contra Dan Kennedy 6,553,500 Kid Niki Sam Wu 557,700 — Rolling Thunder —_E. Charbonneau 179,350 fers 
ho “| Cybernoid Brian Davis 61,220 Klax James Kalyn 3,435,800 Rush’ Attack John Orr 1,182,600 #45, 
ue = | «(Dig Dug Stephen Krogman 250,000 Kung Fu Heroes Devon Daschko 11,029,700 Section Z John J. Whittington 440,580 | *a- 
=i sh * | Dig Dug 2 Charlie Kimble 415,100 Kung Fu Master E. Charbonneau 580,210 Shinobi Justin Lee 800,300 faa 
= * | Donkey Kong Mike Aubrey 196,200 Last Battle James O’Brien 133,000 Shooting Range Ray Venosdale 99,990 | di 
~~ «1 Donkey Kong Jr. Michael LeJuez 438,400 Legend of Kage Marques Olivera 7,136,940 Party Game , 
. P | Donkey Kong 3 Buzz Morgan 744,000 Legendary Wings — Conrad Cheslock 2,568,600 The Simpsons: Christopher Wall 97,350 je * 
4 <4 Double Dragon Miles Hardison 527,760 _Life Force Blair Vanstone 1,216,240 Bart vs. The Space Mutants ; * 
On Double Dragon II David Wright 650,000 The Little Mermaid —_ Ricardo Savile Finished Sky Kid Todd A.Barber 367,500 hye 
Dr. Mario Stephen Krogman 9,999,8000 Mach Riders Steve Menton 448,860 Sky Shark Bob Ostrovecky 874,700 fee ee: 
} Dragon Warrior |V Jeff Adkins Finished Marble Madness James Chisholm 153,600 Snow Brothers Stephen Krogman 1,331,100 : a2 
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| Dick Tracy Amy Vandale 144,090 —_‘ Veigues: Michael Campana 9,788,300 Fi 7 
| Game Player Score Du Boy Carlo Hizon 1,836,100 Tactical Gladiator a. 
3 Gaiares James Geiger 1,441,975 a) 
| Solomon’s Key Jeff Adkins 17,095,550 Ghostbusters Parrish Spinoso 12,371,000 
, Spelunker Jeff Adkins 9,999,820 Hard Drivin’ Richard Defino 1:14:80 Game Player Score 
: i Squoon Glen Stockwell 12,012,210 Home Alone Peter Boadry 41,550 
| -| Star Force Jonathan Henry 6,443,900 = Klax Matt Garland 1,811,154 —  ActRaiser Scott Hurst 6,840 
Star Soldier Keyy McKenzie 6,090,000  § Mercs James Geiger 1,944,800 Castlevania IV Mason Sheffield Finished 
Stinger John Whittington 3,318,800 | Mickey Mouse: Brian Schulze 136,300 Tim Sommer Finished 
| Super Mario Roger Hayes Finished Castle of Illusion Joey Light Finished 
Brothers 2 Might and Magic Alex Schram Finished Darius Twin Edouard Charbonneau 4,303,300 
Super Mario Ricardo Savile Finished  Moonwalker The Nintendo Hater 569,400 ‘Final Fight Chris Saldivar 3,809,783 4 Pa 
Brothers 3 Ms. Pacman Peter Boadry 38,960 Final Fantasy Ann Priestman Finished “s 
»| Super Mario Roger Hayes Finished § QutRun James Geiger 6,027,990 Mystic Quest 
| a Brothers 3 Phantasy Star II Alex Schram Finished —_—Pit-Fighter Carlton Barnes 1,777,510 '] oo 
: ..| Super Pitfall Glenn Stockwell 9,999,500 — Phelios S. Krogman 99,999,990 Rocketeer Cathy Prisk 98,375 fae a 
#4 Skate or Die Teddy Meadows 127,300 _‘Pit-Fighter Brian DoBauki 1,827,380 Super Mario World Brian Haag Finished jee = * 
Super Sprint Matthew Rutter 276,550 Revenge of Shinobi Carl Rizzo 8,285,900  SuperSmashT.V. — Rick Weis 79,896,440 
Tetris Chad Okuno 599,023 Shadow Dancer Stephen Krogman 99,999,990 Super Star Wars Annette Rich 436,983 
Teenage Mutant Peter Boardry 198,200 Sonic The Hedgehog Jason McCarty 1,202,170 Teenage Mutant Brian Shelby 1,394 
= Ninja Turtles Il Space Harrier Il Nils Thingvall 31,756,300 Ninja Turtles 
Tiger Heli Blair Tuck 381,310 — Strider Teddy Meadows 327,650 — Thunder Spirits Alfred Rasmussen 777,350 r =i 
*| TMNT: Enriique Gonzalez 1,578 Sunset Riders Peter Boadry 166,190 *: 
The Arcade Game Super Hang On André St. Laurent 75,386,620 
Toobin’ John Cicpiela 1,586,350 Super Thunder Blade Brian Young 11,789,400 
Top Gun Wayne James 91,600 Techno Cop Parrish Spinosa 756,000 
| Total Recal Bran Stark 999,810 Thunder Force |! —_Kellin Winslow 5,088,210 om Bika ic 
Town & Country Ricardo Rodrigues 309,390 Thunder Force Ill Kellin Winslow 6,706,050  CaliforniaGames/ Clint Harvey 802 a 
se Surf Design TMNT: Peter Boadry 159 BMX » 
Track and Field Miles Hardison 1,193,099 Hyperstone Heist CaliforniaGames/ — Clint Harvey 6,018 
| Trojan Rex Cottingham 456,150 — Truxton Zubair Nadem 2,255,330 Footbag 
| Twin Cobra Ryan Culton 581,000 = Whip Rush Parrish Spinosa 348,500 CaliforniaGames/ — Travis Hawthorne 4,900 |.%. 
| Werewolf Edouard Charbonneau 999.900 Wings of Wor Stephen Krogman 752,970 Surfing Clint Harvey 8,965 f= e 
=~ | Wings Conrad D. Cheslock 1,016,000 ger Games/ Clint Harvey 27,986 | = ee 
"| Wizards & Warriors Il Stephen Krogman 11,000,394 alf Pipe re 
“| — Ironsword TURBOGRAFX-16 Gates of Zendocon Darren Krolewski 5,154,900 |" 
| World Runner Adam Kline 669,650 Game Player Score 2. 
* | Yoshi Misty Kazimer 1,635 F - 
“* Wrecking Crew Jason T, 999.900 Alien Crush Barry Bowman 999,999,900 GAME BO Y rh 
4 | Zanac Dave Hanych 36,783,810 Blazing Lasers Mashall Kwok 99,999,999 Game Player Score e. 
| Bloody Wolf Ken Shulin 2,348,300 a2 
| Bonk’s Revenge Gary Wong 476,450 _— Alleyway Darsi Rash 10,322 
GENESIS Cybercore Terry & Ken Chu 9,999,900 Kirby's Dream Land Jesse Ray Garcia Finished fae 4,3 
tt Game Player Score Devil's Crush William Bowen 999,999,990 Revenge of the Gator R. Middleton 4,491,960 a6 
fl Fantasy Zone Jonathon Hall 29,813,800 Paperboy Kevin Adams 28,450 | ~ 
Air Diver J. Zaremba 93,352,000 Fighting Street Michael Campana 264,400 ‘Tetris Brad Davenport 623,205 3 
5 After Burner 2 Tony Costantini 4316640 JJ. & Jeff C. Camera 10,175,650 Fi 5 
‘<=; | Altered Beast Ken Pescatore 11,655,100  KLAX Randy Green 3,203,720 
ne x Arnold Palmer Golf +E. Holowachuk 37 under Par Legendary Axe Sir Game Master 1,067,400 r 
“4 Arrow Flash James Geiger 854,520 Monster Lair Michael Campana 128,130 As : 
by » © | Buster Douglas Shea Lamb 22,250,080 — Ninja Spirit Jason Wong 64,617,300 mets - & 
Eis Knockout Boxing Pac Land Barry Sikora 1,051,740 Qe 
‘ Columns Heath Dalton 99,999,999 Side Arms Chris Nygaard 867,000 = 
Fog Desert Strike James Geiger 3,216,400 Splatterhouse Rick Salverson 228,600 Ps iar a 
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action. Yer lookin’ 


et your joysticks and gear up = your moves against 


Challenge! This is your chance to Mm 


month, we: ie 
score, an endl a 
1) Take a photograph or video of you completing 

any challenge and mail it to: 

TPro 

The Pro's = 

. Box 
8 treat 


2) No Game Genie or Pro Action Replay codes 


allowed! au 
tricks are allowe@. : 
# ee are allowed, including rapid fire 


and slow motion. 


be returned. 
5) Photographs and vid 


eotapes cannot 


Defeat All Four Characters 







Your task is to play the Versus Mode against the 
computer and beat all four opponents — Mario, 
Yoshi, the Princess, and Bowser consecutively in the 
same game. If you do this, you'll see a special screen 
with a password that enables you to play against 
four new characters. Take a picture of the congratu- 
latory screen to win! : 






An awesome 


Prizes. All oth 
the Bonus Prize ¢ 
7) Winners will be li 
ATPro. . 
7 'd like, send a photograph of eet mq 
ae brie description of what games sap dat 
ae and your secret tips for getting 


sted in this section of 





friends! 





in a position identical to the one shown here. 


z ll libr, ry! Even if 


Gobble Up these Prizes 


First Prize (one): A FaceBall 2000 “party pack,” 
including four copies of FaceBall for the Game Boy, 
the Game Boy four-player adapter, four FaceBall 
foam balls, and four BPS caps for you and your 


Runner-Up (five): Caps from Bullet-Proof Software! 
Pledge your allegiance to BPS with these hot hats. 





Find this | 2 one 7 
2 Remember, Sonic must be in this exact location. 
Area in Happy hunting! 
Sonic 2 Sonic's Super Prizes 
First Prize (one): A Sonic The Hedgehog R/C Car! 
(Genesis) 2 oe = You'll be cruisin’ with Sonic's new remote-control 

e car from Nikko. It even has working headlights, and 

s hard to keep t a a ee 
up with him. We pops wheelies and spins. 


caught a glimpse of Sonic hanging out inside his 
new game...but where is he? You must find out! 
Your goal is to take a photo or videotape of Sonic 





34 
UU 


Snare 600 Yarn Balls 
in Chapter 14 


Bubsy gets hot and hairy in World 5, Level 2 
(Chapter 14), entitled “No Time to Paws.” Your 
goal is to grab 600 or more yarn balls in this level. 








Bubsy’s Prizes 


our fave feline. 


Runner-Up (five): Genesis Game Genies from 
Galoob! Beat the baddest bosses and leap to new 
levels with the Game Genie video game enhancer. 





First Prize (one): A Bubsy merchandise bonzanza! 
You'll be decked out in a Bubsy T-shirt and a Bubsy 
baseball cap. Beverages will taste that much better 
in a Bubsy mug, and you'll also get a plush doll of 


Runner-Up (five): This is one fashion that’s never 
out of season — the Bubsy T-shirt! 
Not sponsored by Nintendo. *Yoshi’s Cookie is a trademark of Nintendo. Copyright 1993 Bullet-Proof Software. Copyright 1992, 1993 Nintendo. Licensed from Nintendo. 
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© SNK Corp., Licensed to Tradewest. Inc. by SNK Corp. Nintendo, Super 
Nintendo Entertainment System and the Official Seals are registered 
TRADEWEST. INC. 2400 S. HIGHWAY 75. CORSICANA. TX 75110 trademarks of Nintendo of America inc. ©1991 Nintendo of America Inc 











iN By The Viiitilidiots 


of Sharpen your pencils and put 

BY on your thinking caps, it’s time 
for the first installment of Video IQ! This is 
your chance to demonstrate the depths 
of your video game stupidity, er, knowl- 
edge. Now remember, no buzzing in until 
the question has been read! 











DRAGON 


MANIA 





100 Pts. The most popular pen & paper 
role-playing game of all time. This game 
has spawned several cartridge games. 
200 Pts. The hero of Dragon’s Lair. 

300 Pts. The number of Dragon Quest 
games available in Japan. 


400 Pts. This is what happens to the final 


boss in Dragon Wanior | after you beat 
him in magician form. 

500 Pts. The species of the hero in 
Bandai’s Dragon Power for the NES. 


OPPOSITE 


NAME GAMES 





100 Pts. The opposite of Single Lizard. 
_ 200 Pts. The opposite of Rain Sisters. 


300 Pts. The opposite of Beginning Peace. 


400 Pts. The opposite of Rusty Knife. 
500 Pts. The opposite of Shanty of Truth. 


LOST 





VIDEO GAMES | 


100 Pts. The third Pac-Man game. It was 


never released on a home system. 

200 Pts. The only Japanese Super Mario 
Bros. game that is completely different in 
North America. 


300 Pts. The original name of Virgin’s Cy- 


ber Cop for the Genesis. 
86 


400 Pts. The orginal name of EA’s Fatal 
Rewind for the Genesis. 

500 Pts. This Donkey Kong game was 
announced over five years ago in the 
Nintendo Fun Club News magazine, but 
was never released in the U.S. 


PERIPHERALS 
FROM 


THE PAST 





100 Pts. This mat from Nintendo would 
run you into the ground. 

200 Pts. This now-defunct peripheral 
from Mattel kept your hand warm. 

300 Pts. When Nintendo first launched 
the NES, this peripheral was your buddy. 
400 Pts. With this NES controller, your 
hands could move but not touch. 

500 Pts. When you use this shooting pe- 
ripheral, your bark is your bite. 





100 Pts. The 13 characters in Street 
Fighter Il. 

200 Pts. The oft-kidnapped girlfriend of 
Billy and Jimmy Lee. 


300 Pts. Cody and Haggar rumble in this 


urban jungle. 

400 Pts. Konami's Cajun fighter. 
500 Pts. Prior to 1992, this was the only 
fighting game ever developed and was 
published by American Technos. 


RelA ty AB tats! Tgp 


fiesta nt atin ate sis hceniatfanae, wo 
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Rules and Regulations 


1) You can respond to as many ques- 
tions as you wish. 

2) All responses must be phrased in the 
form of a question! 

3) Check your questions (answers?!) on 
page 92. Add the appropnate point value 
to your score when you get one right; sub- 
tract the number when you get one wrong. 
4) No free carts, cash, magazines, T-shirts, 
game systems, or other merchandise will 
be awarded, no matter how high you 
score or how badly you cheat. However, 
feel free to brag about your astronomical 
scores to your friends. 


Measure Your Success 


0 or less: You probably confuse arcade 
games with vending machines. Next time 
you want to display your vast knowledge 
of video games, walk into school and yell 
out “Guile is a wuss,” 

1-1500: So you've stomped a few 
Goombas in your day. Big deal! You’re 
probably scared that anything with more 
than 8 bits will jump out and bite you. 
1501-3000: You obviously have a firm 
grasp on the basics, but you need to 
read your magazines more frequently. 
They're called back issues of GamePro. 
Buy them. 

3001-4500: You have a healthy knowledge 
of video games, but you probably should 
lay off the Championship Joystick or your 
blisters will break. 

4501-6000: Sure, we know you make a 
perfectly good living reselling 2600 car- 
tridges and fixing Vectrex systems...but 
your skin is so pale! 

6001-7500: Cheater! No one scores this 
high without scamming, not even Dr. 
Dave. If you did, you’re beyond help. It’s 
Called a life. Find one. 


Famer swoidips Hotline! 











Gift Certificates | 
fo Toys RUS!” Grang Prize 2 


_ Packageny EZ. 
ANY Game Sycq Minute 





A Winner Every Day! 

No purchase is necessary to participate in this contest! There are 2 
ways to win! CALL 1-900-860-Tips or send in your name, address, age 
and phone number on a 3 x 5 card and send it to: 

GamePro’s Hot Fun Sweepstakes 

P.0. Box 5959 

San Mateo, CA 94402 
OFFICIAL RULES 
Winners are selected on a random basis. Winners who enter by phone will be 
instructed on how to claim their prize by mail. Winning mail-in entries will be notified 
by GamePro. All unclaimed major prizes will be awarded via a second-chance 
drawing. A list of winners of all major prizes will be made available to any person 
requesting it from the following address: GamePro Magazine; 951 Mariner’s Island : 
Bivd., #700; San Mateo, CA 94404. Chances of winning are determined by total allSsaverage three mitiiresan Jenort 
number of valid entries received. Contest ends September 7, 1993. Only valid in the and cost $.99 awnintite 
U.S.A. This contest is void in Minnesota, Georgia, New Jersey and Louisiana. 
GamePro reserves the right to cancel this contest at any time with appropriate 
notice. Winners names and prize information may be used by GamePro for 
promotional or advertising purposes without further compensation. All winning pin 
numbers must be received by GamePro no later than September 30, 1993. 
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BEST Genesis 
BET Jungle Strike 


(By Electronic Arts) 


Jungle Strike is as good a heli- 


copter combat game as there is 
for any system. This cart flexes 


16 megs of muscle with more 
campaigns, smoother flight 
mechanics, and extra-aggres- 
sive enemy tactics. 


Graphics Sound Control FunFactor Challenge 


RSE mu 


Advanced 
oy One ones 
16 megs Passwords 
Air combat 





Al Michaels Announces Hard Ball Ili 
by Accolade 


Graphics Sound Control FunFactor Challenge 


aia 





Intermediate 
eae One a 
8 megs Battery backup 
Baseball 
Championship Pro-Am by Tradewest 


Graphics Sound Control  FunFactor Challenge 


Ices) m 





Intermediate 
$49.95 Action 
4 megs One player 
Chase HQ by Taito 


Graphics Sound Control  FunFactor Challenge 


Raia) ™ 





Intermediate 
$49.95 One player 
Action /adventure Adjustable continues 
Jeopardy by Gametek 


Graphics Sound Control  FunFactor Challenge 


B\B)0) 9 06. 





Beginner 
ae Game = 
4 megs Three players 
RBI ’93 by Tengen 


Graphics Sound Control  FunFactor Challenge 





Saal mu 


Adjustable 
$59.95 Two players 
8 megs Passwords 
Sports 
88 


Rolling Thunder 3 by Namco 


3 Sound Control FunFactor Challenge 


ei: ®) ADJ 





AO 
oe na are 
12 megs Passwords 
Action/adventure 
Sorcerer’s Kingdom by Treco 


2 Sound Control + FunFactor 3) 00 


8) M. 





_ — 
“ aa Battery backup 
Role-playing 
Splatterhouse 3 by Namco 


Graphics Sound Control FunFactor Challenge 


ele eau 





Adjustable 
$64.95 One player 
16 megs Unlimited continues 
Action/adventure Passwords 
Summer Challenge by Accolade 


Graphics Sound Control FunFactor Challenge 


de ADJ 


Adjustable 


Olympic sports 


- ae 10 players, 
alternating 





Toys by Absolute 


Graphics Sound Control = FunFactor nov 


d Advanced 


$59.95 ——= 
8 megs One player 





SEGA CD. 


Batman Returns by Sega 
=) Sound Control FunFactor Challenge 








Pee! ®) nt 


Intermediate 





am 
Action/adventure 


One ne 


Final Fight CD by Sega 


Graphics Sound Control  FunFactor Challenge 





Sa a 


Adjustable 
$49.99 Two players 
Beat-em-up Limited continues 

$.W.A.T. PRO 


Rise of the Dragon by Dynamix 


Graphics Sound Control  FunFactor Challenge 


See). 


an One nro 
Role-playing 


Intermediate 


The Terminator by Virgin 


Graphics Sound Control FunFactor Challenge 


| ool 





Advanced 
$52.99 One player 
Action/adventure No continues 

Time Gal by Renovation 


Graphics Sound Control  FunFactor Challenge 


RUBRIC mt 


Adjustable 





oa One — 
Action/adventure Passwords 


This version of Alien 3 is one 
of the best yet. Spectacular 
graphics and challenging 
original game play make It a 
mandatory adventure, even 
for survivors of Alien 3 on 
other systems. 


Graphics’ Sound Control  FunFactor Challenge 


eae m 


Adjustable 
p- One sve 
§ megs Passwords 
Action/adventure 





Graphics Sound Control  FunFactor Challenge 


GSS) pe 


Expert 





=r One = 
Action Unlimited continues 


Graphics Sound Control FunFactor Challenge 


Skiaia 


Intermediate 


a 
as One player 
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Graphics Sound Control FunFactor Challenge 


iB B)Si mu 


Advanced 


i eran 
8 megs Two players 


Graphics Sound Control  FunFactor Challenge 


ABA 


Adjustable 





$64.99 Two nsec 
12 megs Limited continues 
Beat-em-up 


Graphics Sound Control  FunFactor Challenge 


(SB) SS a 


Advanced 





— = = 
Role-playing/adventure 


Graphics Sound Control FunFactor Challenge 


C1), 9) A 


Adjustable 





Two oe 
= i Passwords 
Tennis 


Graphics Sound Control. FunFactor Challenge 





Cee 


Intermediate 
One player 
~e aa + DSP chip Battery backup 


Role-playing 


Graphics Sound Control  FunFactor Challenge 


ro 





Adjustable 
“rere 
a “i Two players 
Available July Limited continues 


Graphics “Sound Control FunFactor Challenge 


i 20 Intermediate 


$64.95 Racing 
12 megs One player 





Graphics Sound Control  FunFactor Challenge 


OTN 


E Advanced 
ao One =o 
Action/adventure 





Graphics Sound Control  FunFactor Challenge 


ae BEG. 





3.5 Beginner 
$59.99 Edutainment 
8 megs One player 


Graphics Sound Control FunFactor Challenge 


ROR SINT. 


Intermediate 
$59.99 Action/adventure 
8 megs Two players 





Graphics Sound Control + FunFactor Challenge 


Ase am 


Adjustable 
Price not available Beat-em-up 
8 megs One player 





Graphics Sound Control FunFactor Challenge 


SE) 8 wu 


Advanced 
7 One “eo 
Action/adventure 





Graphics Sound Control  FunFactor Challenge 


18 @ (Ran 


Advanced 





$59.95 One player 
8 megs 


Graphics Sound Control  FunFactor Challenge 


aieek9 





Adjustable 
ay Two <— 
16 megs Passwords 
Beat-em-up 


Graphics Sound Control  FunFactor Challenge 


om 


Adjustable 





$75-80 Sports 
16 megs Two players 


Graphics Sound Control  FunFactor Challenge 


aaa em 


Intermediate 
= Two <— 
8 megs Passwords 
Puzzle 























Graphics Sound Control FunFactor Challenge 


SEIRI9 m 


Intermediate 
ye Two come 
3 megs Passwords 
Baseball 


Graphics Sound Control FunFactor Challenge 


C2 3)\9) NT 


Intermediate 
vin not <a Sree 
2 megs Two players 


Graphics Sound Control FunFactor Challenge 


eee ADV 





3.0 Advanced 
$39.95 Action 
2 megs One player 


Graphics Sound Control FunFactor Challenge 


Qa\8 ADJ 


, Adjustable 
$29.95 Two ae 
1 meg Password 
Tennis 


Graphics Sound Control FunFactor Challenge 


Qeae INT. 


Intermediate 


i not available are 
2 megs One player 
Available July Three continues 


Sherlock Holmes Consulting 
Detective 2 by TTI 


Graphics Sound Control  FunFactor Challenge 


ak ®) nt 





3.5 ls 
ry One ope 
Strategy Game save 
SimEarth by TTI 


Graphics Sound Control FunFactor Challenge 


ORO) NT 


Intermediate 


a One = 
Simulation 
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DUO TURBOCHIP 


Even if you’re not a Bonk fan, 
you'll like the head-baning 
action of Bonk 3. With better 


graphics, game play, and 


sound, plus more options, Bonk 


3 is head and shoulders above 
its ancestors. 


Graphics Sound Control FunFactor Challenge 


89) 3B a0 





Adjustable 
$49.99 Two players 
Available July Unlimited continues 
Action/adventure 

Magical Chase by TTI 
3 Sound Control FunFactor Challenge 
4.0 Adjustable 
$49.95 ee 
Shoot-em-up Unlimited continues 


GAME BOY 


Avenging Spirit by Jaleco 


Graphics Sound Control  FunFactor Challenge 


eh 9)91 m 








Intermediate 
Mimesomun 
i a One player 
Battletoads 2 in Rangorok’s Worid 
by Tradewest 


Graphics Sound Control — FunFactor oe iti 


a9) 63, ADV 


Advanced 
—T a 
1 meg One player 
Darkwing Duck by Capcom 


Graphics Sound Control + FunFactor Challenge 


1) © a 


Advanced 
—- One ae 
Action Unlimited continues 
Ninja Boy 2 by Culture Brain 


Graphics Sound Control  FunFactor Challenge 


AO %8) m 


Adjustable 





= not nese Two cme 
2 megs Passwords 
unlimited continues 


Role-playing 
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Q*Bert by Jaleco 


Graphics Sound Control FunFactor Challenge 


©) FQ) 3 wee 


Beginner 


ae One ~ 
1 meg Unlimited continues 
Action/puzzie 


Star Trek: The Next Generation 
by Absolute 


Graphics Sound Control  FunFactor Challenge 


9/99 m 


Intermediate 


$29.95 One player 
1 meg Passwords 
Role-playing 

Word Zap by Jaleco 


Graphics Sound Control FunFactor Challenge 


Goon 


Adjustable 


$29.95 Word/puzzle 
512K Two players 


Graphics Sound Control FunFactor Challenge 


a9)2)9) NT. 


Intermediate 
“I One oe 
Action/adventure Unlimited continues 


Graphics Sound Control  FunFactor Challenge 


Eee 


Adjustable 
= Two ate 
4 megs Continues 
Beat-em-up 





Graphics Sound Control FunFactor Challenge 


e ADV. 


Advanced 


Basketball Coin- aioe 
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Don’t Miss Any of the Action! 
#38 (Sept. 92) Special Streetfighter Il Strategy 
Guide Insert, Part 1 
#39 (Oct. ’92) Streetfighter Il Strategy Guide 
Insert, Part 2 
#40 (Nov. 92) Streetfighter Il Strategy Guide 
Insert, Part 3 
#41 (Dec. ’92) Streetfighter II Strategy Guide 
Insert, Part 4 
4 #42 (Jan. ’92) StreetFighter Il Turbo Strategy 
Guide, Battletoads Pull Out Section 
#43 (Feb. '93) Art of Fighting/World Heroes 
Special Strategy Guide 
#44 (Mar.’93) Sonic 2 Strategy Insert, Part | 
#45 (Apr.’93) Sonic 2 Strategy Insert Part 2 
#46 (May ’93) Super Sports Roundup Insert wy 
#47 (Jun. '93) Super Star Wars Strategy Guide Insert . \\y yy, 


4,95 Eaclt indicate issue number on order. 


The First Issue of 
GamePro! 


Only a few copies remain of GamePro’s Premiere 
issue. This is the orginal and will not be repnnted! - 









GamePro’s 16-Bit Specials! 
Jam-packed with the latest 16-bit news, reviews and 
strategies! 
16-Bit Video Gaming (Feb. ’92) 
' Super Tips & Tactics plus Buyer's Guide 
16-Bit Video Gaming (May ’92) 

Buyer's Guide, The Best New Genesis Games 
16-Bit Video Gaming (Jan. ’93) 
Year End Special Best Games of ’92 
$4.95 Each indicate issue number on order. 


The GamePro Video 
Game Library! 


Get the competitive edge with these in-depth strategy 
books from the top gamers in the industry. These 
books cover it all. Order yours today! 


GamePro’s Streetfighter Il Strategy Guide 

Over 160 full-color pages of in-depth Street Fighter II 3 
tios and tactics for both the Street Fighter arcade game and 
Street Fighter II for the Super NES. 

160 pages. The Editors of GamePro $9.95 












Back Issues of GamePro! 


i A yy / passwords, and winning strategies B 
| ip all game systems! 


The Official Player's Guide to Sonic 
The Hedgehog™ 
Step-by-step strategies for mastering Sonic 
The Hedgehog 1 and 2 for Genesis™ and 
Game Gear™ 
224 pages Jason R. Rich $712.95 
GamePro Hot Tips: Sports Games 
200 pages The Editors of GamePro| $9.95 
Super Mario World Secrets 
Comprehensive guide to Super 
Mario World for the SNES. 
DeMaria and Meston $12.99 
Sega Genesis Secrets 
290 pages. DeMaraandMetston 9.95 
Sega Genesis Secrets, Vol. 2 
290 pages. Rusel DeMaria = $9.95 
Sega Genesis Secrets, Vol. 3 
250 pages DeMaria and Meston 
Sega Genesis Game Secrets Greatest Tips 
256 pages. The Editors of GamePro 
Super Nintendo Entertainment System Games Secrets 
Detailed strategy guide for the SNES! 
300 pages. 
Super Nintendo Entertainment System Games Secrets, Vol. 2 
350 pages. DeMaria and Meston $9.99 
Ultimate Unauthorized Nintendo Super NES Game Strategies 
The definitive hint book for Nintendo’s new 16-bit system. 
240 pages. Sandler and Badgett 





$9.99 
$9.99 


$9.99 


$4.95 





S.W.A.T.PRO! 
Secret Weapons and 
Tactics! 


One of our bestselling products! 
Tons of killer secret codes, 


SWATPRO (May 92) —‘ Feature on Batman 

SWATPRO (July 92) —_—‘~ Feature on Street Fighter II 
SWATPRO (Sept. 92) — Featureon TMNT IV 

SWATPRO (Nov. 92) Feature on Super Double Dragon 
SWATPRO (Jan. 93) Feature on Road Runner's Death Valley 
SWATPRO (Mar. 93) Feature on Sonic The Hedgehog 2 


$4.95 Each indicate issue number on order 











U.S.A. 


$2.50 
$3.95 
$4.95 
$5.95 


$7.50 


Canada 


$4.50 
$6.00 
$7.00 
$8.00 


$9.50 


$8.95 $11.00 


$10.50 $15.00 


Ss = 


SURFACE 


Mexico 
$4.50 
$6.00 
$7.00 
$9.00 

$12.00 

$15.00 


$20.00 


Fill out a product order card from below and mail to: 





Ue 
_-8§s ee ee eee eT eT eT Er Ere eee ee a a a ee a a a a a a a = = = oe 
Yt 
Hite, 


AIR 

4-6 wk. del. 2-3 wk. del. ! 

Please Add Please Add ! 

Up to $5.00 $5.00 $10.00 ! 
itis eeepc iinet 

$5.01 to $10 $6.00 $11.00 ! 
iis asst canarias 

$10.01 to $20 $7.00 $15.00 |! 
ee 

$20.01 tn $30 $8.00 $18.00 | 
En Eee 

$30.01 to $50 $10.00 $20.00 ! 
I 

$50.01 to $100 $15.00 $30.00 |! 
Over $100 $25.00 $50.00 | 
Delivery Date: 6-8 weeks ! 

All Prices are in U.S. Dollars : 

PLEASE PRINT CLEARLY ! 





(No video game or subscription information available at this number) 


Oty. | Description —_ 








Credit Card No. Exp. 
Signature 

Send to: 

Name: 

Address Apt. 

City State 


J Check/Money Order* ) VISA) MC (Min. Credit Card Order $10) 


Credit Card No. aes Sa 
Signature 


CJ Check/Money Order* ) VISA L) MC (Min. Credit Card Order $10) } 


GamePro Products 
P.O. Box “P” 
San Mateo, CA 94402 


Or Call: 415-330-4PRO 


“Please make checks payable to GamePro. Pre-payment required. Offer good for a limited time only. 


Description | 


“Please make checks payable to GamePro. Pre-payment required. Offer good for a limited time only. 






















ea ccie: | ——— e 24 
eT 24 
Batman: Revenge of the JOKEr..........ssssss 11 
bee Le) |, ee 21 
Been (2 Ef, s | | ee 10 
pice: bi) (ee 25 
Co Te 24 
Qo 5 ne 28 
oO re 21, 24 
eee re 50 
2 21 
BIG vexeeennaciarsesticnnimiannnaniemnnentannegdatian 25 
ee go 8) |) 25 
Lotus TUMb0 Challenge .........:scscsscssecsessesseesees 12 
fe: a 21 
ee Cl) 10 
PPG Nea seasctanaassbeeencasiaiocs 24 
eS | 11 
Fi thesicecinanesaiasaaa nlmnemamenemmatans 21 
Shadow of the Beast Il... cessseessseeseseseees 11 
SONIC The HEGGENOG.......:ss:ssscssssssssseseesseesseees 21 
Sonic The HEdGehOg 2 .......sessscssecssesseeees 24, 84 
Sig: | 22 
m6 eo ce a | re 22 
Spider-Man and the X-Men in 

Arcade’S REVONGC.......:ssssssscssssssssseneesessees 25 
GE FIORE U ciseetncemcarestersssoivenrenvensieremnaed 25 

— Teenage Mutant Ninja Turtles: 

The Hyperstone Heist............sssscsscsscsseees 22 
ele: Se. | en erie 21 
le 2 ee 21 
OS | 24, 54 
Sega CD 
PACK OIG: AGSOUNL sisiciccssnscssadsasisxanineaeoneaenas 56 
2s to a a 12 
of: a eee 12 


100. What is Dungeons & Dragons? 

200. Who is Dirk the Daring? 

300. What is Five? 

400. What is transformation into a dragon? 


500. What is a monkey? 


Lost Games 

100. What is Pac-Man Junior? ~ 
200. What is Super Mario Bros. 2? 
300. What is Corporation? 


Marky Mark: Make Your Own 


IS i sissies 12 
ee: ne 13 
SS gs |: | 13 
Super NES 
PIG. cscotesanniiensiebteseceugetgeennnebitcenetasiiaibiiiiatieen 19 
Bubsy in: Claws Encounters of the 

oe 84 
ci 19 
eee 19 
6 | ee a ee 20 
Co | ee 19 
Super Adventure ISIand .........ccscssecsessesneeseens 20 
Super Buster Brother ........ccccccssesssssessesseeees 20 
Super Ghouls ’n’ GHOStS.........ssessssesesseessees 19 
STs gad). 20 
oh eo: |, a ee 20 
‘eh Es iy i): | er 20 
SUR? tga [fe 62 
FR ccs siaristnanlicscyasnnnnameneaaasiscapenemineee 14 
Cal Ripken Baseball ............cccesssssssssseseeees 16 
cele: Lo) 26 
PP csnc iiss 14 
CAO FOG xncnnnnmaninnnannned 40 
BL ee 14 
a). 2: 15 
Pugsley’s Scavenger HUMt.........:sssssssessssee 26 
2), eee 58 
SoM 2 |< (| 26 
S02 gol | 6): | 15 
ae gst. |: | a ee 26 
Tiny Toon Adventures: Buster 

Slates: 15, 80 
Pe. 6: 84 
NES 
PUTER TN TI ececcensssncicnsvestasisasseseseentinanss 18 


400. What is The Killing Game Show? 
500. What is Retum of Donkey Kong? 


Opposite Game Names 
100. What is Double Dragon? 
200. What is Snow Brothers? 
300. What is Final Fight? 

400. What is Golden Axe? 
500. What is Castle of Illusion? 


Peripherals from the Past 


100. What is the Power Pad? 
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| | | ee 18 
Slee ye. | ee 18 
fe | ee 18 
Lee: - ere 66 
Se 6S a ae 19 
Ce na rs 18 
Little Nemo: Dream Master... 18 
Mickey MOUSECAPACE ........sccscssssssscestesesseeeees 18 
2): ee 19 
eee oe SS || ae 19 
Duo 
Foye ce a |: cae 72 
SOS 18 Ss |||, 16 
So |, | oe? 16 
Game 
ES: Ee || 2 
Jordan vs. Bird: On@-ON-ONE.......ceeecseeees 2 
i eae ———————— 74 
pone fo) oe. |. a2 
oS | eae eae ee 22 
PUNE G01 FNS caascsnsscsns cone teanecenaideaenantoeady 17 
Ee ee 17 
ee se er 22 
SUP! Mario LAM 2 .asecssssessssosssassssssessssescesunee Tf 
ia | a 2 
Game Gear 
go eS | eee 22 
go et, 22 
Sonic The Hedgehog 2 .......ssscssecssesseessees 22, 16 
PSL 2 08] poo: 17 
Bs (2 en 16 
S38 ths. | eee 22 


200. What is the Power Glove? 
300. What is R.0.B. 

(Robotic Operating Buddy)? 
400. What is the U-Force? 
500. What is the Laser Scope? 


Fighting Fury 

100. What is only 12 characters, 
you dufus! 

200. Who is Marion? 

300. What is Metro City? 

400. Who is Bayou Billy? 

500. What is River City Ransom? 
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rred Kind 5 (supe NES) 


classic SWAT, Code 


0’S: challenge; 
“Pp PLoS Pr nd lef + 


SWATPRO is a publication of International Data Group, the world’s largest publisher of computer-related | 

information and the leading global provider of information services on information technology. Interna- , Advertising Sales 
tional Data Group publishes over 190 computer publications in 61 countries. Thirty million people read =| National Advertising Director 
one or more International Data Group publications each month. International Data Group’s publications —_| John Sieling (415) 349-4300 
include: ARGENTINA’S Computerworld Argentina, Infoworld Argentina; ASIA’S Computerworld Hong : Western Region 
Kong, PC World Hong Kong, Computerworld Southeast Asia, PC World Singapore, Computerworld | Danna Vedner (a1) ase4a00 
Malaysia, PC World Malaysia; AUSTRALIA’S Computerworld Australia, Australian PC World, Australian | ae 
Macworld; Network World, Reseller, IDG Resources; AUSTRIA’S Computerwelt Oesterreich, PC Test; | rai en a fe <3 
BRAZIL'S Computerworld, Mundo IBM, Mundo Unix, PC World, Publish; BULGARIA'S Computerworld Russ H. Hoefer (708) 827-6094 
Bulgaria, Ediworld, PC World Bulgaria; CANADA’S Direct Access, Graduate Computerworld, InfoCanada, | Ritvestising drsistant 
Network World Canada; CHILE’S Computerworld, Informatica; COLOMBIA’S Computerworld Columbia; Dawn Wlezien 
CZECH REPUBLIC’S Computerworld Electronika, PC World; DENMARK’S CAD/CAM WORLD, Commu- 

nications World, Computerworld Danmark, Computerworld Focus, Computerworld Uddannelse, LOTUS CronitSalex 
World, Macintosh Produktkatalog, Macworld Danmark, PC World Danmark, PC World Produktguide, | riinastar abradlt Gales 

Windows World; ECUADOR’S PC World; EGYPT’S Computerworld Middle East, PC World Middle East; | William M. Boyer 

FINLAND’S MikroPC, Tietoviikko, Teitoverkko; FRANCE’S Distributique, GOLDEN MAC, InfoPC, Lan- | Credit Manager 

guages & Systems, Le Guide du Monde Informatique, Le Monde Informatique, Telecoms & Reseaux; | Nancy Mallette 

GERMANY’S Computerwoche, Computerwoche Focus, Computerwoche Extra, Computerwoche Kar- 

riere, edv aspekte, Information Management, Macwelt, Netzwelt, PC Welt, PC Woche, Publish, Unit; Single Copy Sales 
HUNGARY’S Alaplap, Computerworld SZT, PC World; INDIA’S Computers & Communications; | Kemco Services, Inc. 

ISRAEL’S Computerworld Israel, PC World Israel; ITALY’S Computerworld Italia, Lotus Magazine, Mac- | (603) 924-0224 

world Italia, Networking Italia, PC World Italia; JAPAN’S Computerworld Japan, Macworld Japan, Sun- | 

world Japan; KENYA’S East African Computer News; KOREA’S Computerworld Korea, Macworld Korea, 

PC World Korea; MEXICO’S Compu Edicion, Compu Manufactura, Computacion/ Punto de Venta, Com- 

puterworld Mexico, MacWorld, Mundo Unix, PC World, Windows; THE NETHERLAND’S Computer! 

Totaal, LAN Magazine, Lotus World, MacWorld Magazine, NEW ZEALAND’S Computer Listings New 

Zealand, New Zealand PC World; NIGERIA’S PC World Africa; NORWAY’S Computerworld Norge, 

C/world, Lotusworld Norge, Macworld Norge, Networld, PC World Ekspress, PC World Norge, PC 

World’s Product Guide, Publish World, Student Data, Unix World, Windowsworld, IDG Direct Response; 

PANAMA’S PC World; PERU’S Computerworld Peru, PC World; PEOPLE’S REPUBLIC OF CHINA’S 

China Computerworld, PC World China, Electronics International; China Network World; IDG HIGH TECH 

BEIJING’S New Product World; IDG SHENZHENZHEN’S Computer News Digest; PHILLIPINE’S Comput- 

erworld, PC World; POLAND’S Computerworld Poland, PC World/Komputer; PORTUGAL'S Maclin; RUS- 

SIA’S Computerworld-Moscow, Mir-PC; Sety; SLOVENIA’S Monitor Magazine; SOUTH AFRICA’S 

Computing S.A.; SPAIN’S Amiga World, Computerworld Espana, Communicaciones World, Macworld 

Espana, NeXTWORLD, PC World Espana, Publish, Sunworld; SWEDEN’S Attack, ComputerSweden, 

Corporate Computing, Lokala Natverk/LAN, Lotus World, MAC&PC, Macworld, Mikrodatorn, PC World, 

Publishing & Design (CAP), Datalngenjoren, Maxi Data, Windows World; SWITZERLAND’S Computer- 

world Schweiz, Macworld Schweiz, PC & Workstation; TAIWAN’S Computerworld Taiwan, Global Com- 

puter Express, PC World Taiwan; THAILAND’S Thai Computerworld; TURKEY’S Computerworld 

Monitor, Macworld Turkiye, PC World Turkiye; UNITED KINGDOM'S Lotus Magazine, Macworld, Sun- 

world; UNITED STATES’ AmigaWorld, Cable in the Classroom, CD REview, ClO, Computerworld, Desk- 

top Video World, DOS Resource Guide, Electronic Entertainment, Electronic News, Federal Computer 

Week, Federal Integrator, GamePro, inCider/A+, IDG Books, InfoWorld, InfoWorld Direct, Laser Event, 

Macworld, Multimedia World, Network World, NexXTWORLD, PC Games, PC Letter, PC World, Publish, I) 7. = tay ig provided Aiiisireal wantin th 
Sumeria, SunWorld, SWATPro Video Event, Video Toaster World; VENEZUELA’S Computerworld | da Niemen Se apni conas 


; : publisher does not assume liability for errors or 
Venezuela, MicroComputerworld Venezuela, VIETNAM’S PC World Vietnam. omissions due to last-minute changes. 
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IF YOU GAN’T STAND THE HEAT... 
GO BACK 10 CARTRIDGE GAMES! 





SGORGHING ACTION FOR THE SEGA CD. 
COMING IN AUGUST 1993. 





Rabo Aleste: TM Tengen Inc. 1993 © Compile 1992. Licensed to Tengen Inc. All rights reserved. Sega, Genesis, Game Gear, and Sega GD are trademarks of Sega Enterprises Ltd. 


The SN ProgramPad for Super NES 


is a force to be reckoned with. Its 
30 pre-programmed buttons, 
including a secret code, give YOU 
the power to blow your opposition 
right out of the water. Imagine pos- 
sessing the only pad that KNOWS 20 special Street 
Fighter II™ moves and 9 special Fatal Fury™ 
moves! That’s right, they're already in there, just wait- 


ing for you to punch a button. And if those aren't 
enough for you, just program 6 of your own power 
moves to totally crush your enemy. All this plus vari- 
able auto-fire & slow motion, 8-way directional con- 
trol, and an LCD screen! After all, when you're up 
against sharks, you do what it takes to win. 


The SN ProgramPad 


- now you can make your own rules. 





Available at: 


Electronics Boutique, Kay Bee Toys, 





110 Lakefront Drive Software Etc., Best Products, 
- a MAD NON eB 





Hit THE STREETS 
FIGHTING! 


V7, Ae 






x i 


DY) smears TaravaeeaTSTas Fists and feet collide in Raging Fighter,™ 

{ i | i) eg | the purest, most savage man-to-man slug fest for Game Boy.” 

en ah ah e Enter the Omega League of 7 full size, screen dominating fighters each with 20-40 attack 
moves including specialized assaults. Use these awesome arsenals of physical brute force to 
wail on computer controlled foes in the practice mode. Pulverize 
your opponents in a single elimination pain event. Or vie for the title 
of Mightiest Mortal in the bone crushing tournament. 

You can even inflict unforgettable agony on a friend with the 2 
player option using a second Game Boy, Raging Fighter Game Pak 
and a Game Link™ So grit your teeth and clench your fists. In Raging 
Fighter you have nothing to lose but use of your limbs! 







sew eee 





Konami Game Hint and Tip Line “| -900-896-H | N1T(4468). 70¢ per minute charge. Minors must have parental permission before calling. Touch-tone phone required. Raging Fighter™ is a trademark 


of Konami, Inc. Nintendo, Game Boy, and the Official Seals are trademarks of Nintendo of America Inc. © 1991 Nintendo of America Inc. Konami is a registered trademark of Konami Co., Ltd. © 1993 Konami. All Rights Reserved. 


